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NEW DEAL 


The Dreamcast hardware will be free, and with the first 
online console games ever, Sega is about to enter entirely 
new territory — are you ready to come along? 


THE IDEA 


If there's one section you 
should read, it’s this one. 
There's way too much 
going on to miss it 
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Our featured stories 


Cover: Sega wants to give 
everyone a Dreamcast for 
free. Really. The company 
wants to get you playing 
games online, playing now, 
and using a Dreamcast to 
do it. We've got the full, 
uncensored story... 


Rating the PlayStation2. It’s 
here, and Next Generation 
has one. Find out if it’s 
really all that... sss 84 


EiNextGen @ EDITORIAL 
PREAMCAST There 
FREE goes the 
a™ neighborhood 


WLegends of , ay 
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Might and Ma: 


Putting this issue to bed has 
been a f%&*ing nightmare. 
First, we were worried about 
securing our PS2s from Japan, 
with enough time to review a 
unit and destroy another so 
you could look inside (We did - 
see page 84). Then Microsoft 
had to throw the industry into 
turmoil, letting the X-Box cat 
out of the bag at GDC, where it 
roared for the crowd. It was 
old news around here (we’ve 
been following X-Box since we 
broke the story last Septem- 
ber). But CNN, Time magazine, 
and the rest of the world woke 
up to the promise of another 
powerful console, one that cer- 
tainly has the potential to out- 
perform PS2. We've got exclu- 
sive interviews and pics of the 
X-box demos that shocked the 
gaming world on page 6. Finally, 
Nintendo delayed Dolphin (but 
there’s more - see page 14). 
The console race has never 
seen so many competitive play- 
ers. (No lagging Jaguar here.) 
Each console manufacturer will 
battle time, overextend 
resources, and say just about 
anything to deliver the games 
that will get you to buy their 
systems. Maybe that’s why it 


Uncompromising reviews, guaranteed VERY eM arcloReU@iU amoumelim sccms So Casy to point the los- 


‘ ing finger at Sega, the oldest of 
pov wns must come the new consoles. But Sega has 


a powerful trick rolled up its 
108 sleeve. You can read more 
about that on page 24. Now if 
you'll excuse me, it’s 2AM, and 


Resident Evil: Code Veronica. 
Chu Chu Rocket... 
Legacy of Kain: Soul Reaver 
Sega GT: Homologation Special 


Tony Hawk’s Pro Skater............. Retroview.... after capping this fantastic issue 
Nuclear Strike 64 The best of yesterday, today — I'm putting myself 
Syphon Filter 2 Backpagi Iii to bed. 


Rock the Rink. 


or 
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Gamer’s Guide... 


Tom Russo 


Microsoft showed developers several 
technology demos that really displayed 
the potential power of X-Box: 


m@ GARDEN VARIETY 


_ 


This Japanese garden was brought to life with a swarm of colorful butterflies. Among the things this demo 


showed off were reflection, animation, texturing, lighting, and bump-mapping. Sure enough, each of these butter- 
flies cast a shadow and reflections in the pond 
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@ ONE HOT 
ROBOT 
Perhaps the most 
impressive demo of the 
group, this short 
animated clip portrayed 
a woman and robot 
going through a series of 
combat motions. While 
prerendered, it was 
developed to simulate a 
realtime environment. 
According to technology 
evangelist Seamus 
Blackley, it simulated 
550,000 polygons, one 
shadowed lightsource, 
and about 5IMB 
of uncompressed 
textures, which he 
explains would be 
representative of about — 
a quarter of X-B Z 


admirably displayed the physics and the computation- 
al power of X-Box. A ball could be dropped anywhere 
in the virtual room, setting off a chaotic chain reaction 


It X-ists! 


™~™ 


At Che 


Although we've been 
reporting on X-Box since 
the October issue of last 
year, when it finally became public 
knowledge, even we were caught a bit 
off guard. Once the demos rolled, and 
Bill Gates finally revealed X-Box to the 
world, we knew the industry would 
never be the same. 
B From a business perspective, X-Box 
is definitely a traditional closed archi- 
tecture system that follows a similar 
console business model already 
applied by competitors such as Sony, 
Nintendo, and Sega. Like the tradition- 
al console companies, Microsoft will 
approve games for quality and content 
(although rumors suggest the licensing 
fee Microsoft will charge will be only 
around a third of what Sony et al. 
charge). Because Microsoft already 
promises unrivaled hardware perfor- 
mance (three times the graphical 
power of Sony’s PlayStation2), the best 
product development support for an 
easy-to-develop-for system, and a 
massive marketing campaign with the 
cash to back it up, it comes as no sur- 
prise that many traditional third-par- 
ties have already committed to sup- 


ws @6 


Porting the system. Electronic Arts, 
Acclaim, Eidos, Infogrames, Midway, 
Bungie, and Take 2 have all either offi- 
cially or unofficially promised support, 
and Hasbro has already gone as far as 
to promise between six and eight 
titles ready for launch. Sure, but what 
about Japan’s development communi- 
ty? Capcom is listed as a developer, 
Konami has already confirmed a Metal 
Gear game for X-Box, and can’t- 
launch-a-system-without-them Namco 
has also expressed interest. Squaresoft 
is perhaps the only big-leaguer that 
has been notably silent. 

‘The Japanese developers love [X- 
Boxl,” says Kevin Bachus, Microsoft's 
console director of third-party rela- 
tions. “They look at it differently than a 
western developer Western develop- 
ers look at the Windows APIs and say, 
‘This is great, | know how to program 
this stuff’ Japanese developers look at 
the Windows APIs and say, ‘Wow, | 
have a lot of flexibility and freedom, 
and these are giving me all kinds of’ 
for the lack of a better word, ‘middle- 
ware that | can put into my applica- 
tion.” 

So what's inside this X-Box that 
has developers excited, and has many 
publishers jumping on board? Despite 
the traditional console business model 
Microsoft is following, X-Box, by 
design, is not a traditional console, and 
includes several nontraditional parts. 


@ Bill Gates began with the topic of PC 
games, but with the help of Seamus 
Blackley and a leather jacket, it became 
the X-Box show. Neither Mr. Rodgers nor 
the Fonz could be reached for comment 


= 
or ag. aN 
y4 ‘ Unie< —) 1 = 
™ Gates makes Microsoft's close 
architecture game console of 


ww for Fall 2001 


Most important is the unified 
memory structure: The 64MB RAM is 
shared between the CPU and GPU 
(graphics processor). This enables 
developers to decide where they want 
to assign the memory: For Al-intensive 
games such as strategy titles, most will 
probably go to the CPU, but for graph- 
ic extravaganzas, the CPU may only 
get 2MB, with 62 going to graphics. (In 
contrast, the PS2 has only 4MB dedi- 
cated to graphics, with 32MB dedicat- 
ed to the CPU.) Almost as important a 
feature is the hard drive: worst-case- 
scenarios of console game patches 
aside, the hard drive is a major boon 
to developers: it enables them to 
cache game data (such as levels) while 
Playing audio from the DVD; it lets 
them store massive amounts of save 
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a = No hardware to show-off yet, so during the keynote address, this fancy X was 
displayed in place of a console. Expect to see it again at E3 


«PlayStation2 is fine, and porting [our 


data (as well as enabling players to 
download and save things like updated 
rosters in sports games); and since it's 
faster than a DVD, load times may be 

a thing of the past. Also important is 
the processor: an x86-compatible cus- | 
tom Pentium Ill. “It’s an instruction set 
everybody knows,” says Robbie Bach, 
vice president of Microsoft's Home 

and Retail division. “From a learning 
curve perspective, a lot of what you're 
going to see in what we've done with 
the box is about making a great deve 
opment platform.” 

; Developers Next Generation 
spoke to at GDC agreed. “The hard 
drive is the key. That's going to chang 
everything,” said a programmer with aj" 
major 3D engine company. 
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game] to it is only going to take a cou- 
ple of months, but X-Box excites me, 
because | don't have to learn anything 
new. | know all the tricks and | can 
just work on making stuff cool.” Kevin 
Bachus says he isn't surprised by the 


THEN: “we don't 
have a strategy to doa 
$200 game console that 
is a direct competitor 
to what Nintendo, Sega, 
and Sony are doing, and 
our business model 
isn’t to charge software 
developers money.” 

Bill Gate 


NextGen interv 


@ THE MAN BEHIND THE X 


reaction: “Traditional consoles have 
been developed to represent what 
developers consider the next 
generation of consoles. X-Box has 
been designed to enable developers 
to deliver what consumers believe to 
be the next generation of content, 
and that is a very important distinc- 
tion.” 

In general, PC developers were 
more excited than traditional console 


NOW: 


“Building on our strengths as a 
software company, X-Box will 
offer game developers a 
powerful platform and game 
enthusiasts an incredible expe- 
rience. We want X-Box to be 
the platform of choice for the 
best and most creative game 
developers in the world. 


How does Bill Gates fit into the X-Box hierarchy? 
According to Robbie Bach, Gates was heavily 
involved in the evaluation of the console busii 
“He was very involved in the technical definition of 
what we're doing,” 
ly involved in helping us think through different 
technical issues, product spec issues. He’s the one 
who pushed us to ship the product a little later and 
have a better graphic part.” 


ess. 


Bach says, “and has been active- 


An interview with 


Robert Bach 


Microsoft’s new X-Box chief plays Q&A 


A Microsoft employee since '88, 

Robert Bach has led the launches of 
Office "95 and Office ’97. As vice president 
of the Home and Retail Division, he has 
spent the last two years heading up con- 
sumer software. Now, “Robbie,” as he is 
known among the X-Box team members, 
takes the role of leading man in the 
unfolding saga that is the birth of X-Box 
console. 


Next Generation: Let’s start at the 
beginning: What exactly is X-Box? 


Robert Bach: This is a console, and has 
a console business model from start to 
business, It is sealed box; it is not some- 
thing you're going to be able to open 
up, screw around, and change compo- 
nents. We think it has the lifecycle of a 
console. It will be priced like a console, 
there will be royalties and approval 
processes, and we'll have first-party 
titles, like a console. 


NG: But the components are all PC... 


RB: To a developer, it looks like a PC with 
x86 architecture, to a consumer it is just 


a console. There are two things | never 
associate with X-Box - it never boots and 
you never install. 


ING: So who's going to manufacture the 
system? 


RB: This is a Microsoft box - Microsoft 
name, Microsoft marketed, Microsoft sold. 
‘We'll contract out the manufacturing, but 
it is not an OEM model. You won't see 
X-Box from anyone else. 


NG: How will X-Box graphics compare to 
PS2? 


RB: Specs are a dangerous business when 
it comes to graphic stuff. | describe X-Box 
graphic power as “unreal throughput.” 
When you're actually playing the game, 
you will see a graphics capability that’s 
three times what Sony specs numbers are 
for PlayStation2. The actual [performance] 
on Sony won't be as high as their spec 
numbers. We're taking the conservative 
route, we'll be three times what they say 
they will be. 


NG: With Sony, Sega, and Nintendo firmly 
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sources gave us about 90% of the story. And considering some of the final specs 
came together just days before the announcement, that’s remarkable. 


PU: 
GPu: 


Intel Pentium Ill with streaming SIMD Extensions (600MHz plus) 
300MHz X-Chip designed by nVidia, 


GPU capable of 1,000,000,000,000 operations per second (that’s one trillion) 
300 million polys per second (untextured, unlit) 

100 million polys per second with all features on 

4 simultaneous textures per polygon 


4.8 G/Sec anti-aliased pixel fill rate 


8:1 texture compression 
Full-scene anti-aliasing 
64MB unified memory, 6.4GB/sec memory bandwidth 

4X DVD drive (plays movies), 8GB hard disk drive, 8MB memory card 
4 custom USB controller ports, 2 USB ports 

Ethernet 10/100 communications port 


AC3 encoded game audio, 64 channel sound chip 
1,920-by-1,080 maximum resolution, HDTV support 

Internal Vibration feedback, expansion slot on controller (confirmed), two analog 
thumb pads, eight-way D-pad, six-buttons, and two triggers (still unconfirmed) 


developers. Not surprisingly, those 
who've tied their wagons to Sony's 
star were the least impressed. Still, the 
points they brought up were valid, and 
address just a few of the major 
hurdles Microsoft will have to clear if it 
hopes to make X-Box a success. First, 
despite the specs, Microsoft could still 
totally screw up the hardware, 
crippling it with a bad bus, super slow 
drive, or any number of potential 
glitches. Second, the demos don't 
really prove anything (“just look at the 
PS2 demos vs. the launch software,” 
one developer snorted). And finally, 
Microsoft is going to be entering a 
very crowded market: Sony and Sega 


established in the hardware business, how 
aggressive does Microsoft intend to be, 
and what can Microsoft offer third-party 
publishers and developers? 


RB: | think the biggest and most impor- 
tant thing we can offer is a development 
process, development support, what we 
call “evangelism” - developer relations 
that will be second to none. First of all, 
overall development will be less expen- 
sive. We have a faster process, and a 
technology they know and understand, so 
there’s no learning curve. Secondly, this is 
something you can be developing for on 
a PC -- there are not expensive develop- 
ment systems. The whole cost of getting 
into the development cycle is going to be 
different, if you will, than what people see 
with Nintendo and Sony. Philosophically, 
we take a different approach; we've had 
five years of working with people on 
DirectX. We really understand how to 
work with developers, and we are a 
developer. We've gotten feedback from 
developers, and they're not particularly 
excited by the way they work with Sony, 
and that hasn't been a place where Sony 
has demonstrated a lot of great expertise. 
PlayStation2 is hard to develop for, the 
tools aren’t there yet, there’s not the sup- 
port, the systems are expensive, the 
process of getting allocated a develop- 
ment system is somewhat mysterious, 
and we think we're going to do that in a 
very different way. 


NG: How does X-Box effect your ongoing 
relationship with Sega? 


will have had nearly two years to 
solidify their hold between now and 
when X-Box launches, and, more 
significantly, the name “Microsoft” 
doesn't exactly resonate with gamers. 

Can Microsoft overcome these 
challenges? If it can’t, it won't be for a 
lack of cash or dedication. One thing 
is sure though, the next generation 
console race is sure to get more excit- 
ing before things calm down. 

— Tom Russo and Chris Charla 


NEXT MONTH: Come back to 
Next Generation for an in-depth 
report on each console’s chances, 
like only this magazine can deliver. 


RB: Well in a way, it doesn't effect the rela- 
tionship at all, in the sense that we're still 
doing work on WinCE - we're still doing 
things on Dreamcast. They will continue to 
be in the market with that. Certainly we'll 
be in the market with a box that competes 
with Dreamcast. That's true. There are a lot 
of places in the marketplace where we have 
relationships where we work with people 
and compete. Sony is one of the best exam- 
ples. Sony is a great partner of Microsoft; 
they are one of our best PC suppliers. To 
large degree Sega will be the same way. We 
will continue to work with them on the 
WinCE front, and there will certainly be 
some level of competition there, too. 


NG: Any marketing budget determined yet? 


RB: Without being precise, and just to give 
you a benchmark, we'll spend more money 
on this than launching Windows ’95. 


NG: How will Microsoft's PC and X-Box 
game development coexist? 


RB: We'll be very smart about that. With 
our first-party strategy, we understand the 
difference between PC game development 
and console game development from a con- 
tent perspective. We can't just naturally 
assume that because something is successful 
on PC, that the first thing we'll do is Age of 
Empires Ill on X-Box. But clearly there are 
some things that cross over, sports and rac- 
ing, and the things we've done with our 
Madness line become a lot more valuable. 
NextGen 


@ It may have Been a cold night in 
‘Akihabara, bytithe crowds were full of 
§iniles of antigipatio: 

? 


On March 4, 2000 PlayStation2 entered the retail arena with 
the most successful first day in Japanese console history 


In the US, only the rarest Americans sitting in line for a the point that it reaches outright the heart of Japan’s technology 
=>) of events could entice chance at entertainment. obsession. And no console launch center, Akihabara, hoping to walk 

thousands of people to In Japan, it’s another matter in history has tapped into that home with a PS2. In this urban 
wait in line outdoors through the entirely. It’s nearly impossible to obsession as completely as the canyon dedicated to all things 


dead of night. Aside from the grasp the impact that videogames launch of PlayStation2. small, shiny, and full of silicon 
occasional Fossil Rock reunion or have on Japanese culture, until an At 7:00 a.m. on March 4, 2000, chips, a new console entered 
Star Wars sequel/prequel/reissue, event like a console launch cranks —_ thousands upon thousands of the consumer arena with more 
it’s extremely unusual to see up the nation’s love of games to gamers clogged the sidewalks in flair, more hype, and more initial 


interest than any console before it. 
@ As stores stocked their shelves with Lines full of PS2 hopefuls 
fresh PS2 units (below), eager Japanese 2 
gamers (left) kept themselves busy with began to build more than 24 
a game machine that was only hours hours before the first stores 


away from | becoming obsolete opened. By the midnight before 
4 4 launch, lines snaked around build- 

ings, drifted into alleyways, and 
swirled in empty lots with gamers 
packed into every corner of the 
city. As usual in Japan, the lines 
were civil and people were 
friendly. However (and this may 
point to the frenzy behind 
PlayStation2 more than anything 
else), once the PS2s reached the 
lucky gamers in the front of the 
line, the usually civil Japanese 
culture was shaken by a few 
uncivil actions. 
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@ Even those who waited in line overnight. 
were not guaranteed to walk home with 
a PlayStation2 


Violence of this nature is an 
aberration in Japan. It just shows 
how intense the PS2 fervor was in 
this country during the launch. 

Sony had stated that it would 
have 2 million units in stores at 
launch and would sell as many in 
just two days. In reality, the company 
only had | million units ready for 
the launch, and of that number, only 
about 600,000 units actually made it 
to retail outlets. Sony sold all of 
those units in the first two days and 
could easily have sold double that 
number, considering the frenzy 
surrounding the release. 

Sony's online commerce plans 
for the launch were successful, even 
though the company’s web site 
crashed due to overwhelming inter- 
est. In the short time that online 
sales were open, Sony sold more 
than 380,000 units. Only a third of 
the units were actually delivered at 


launch; the rest were on hold for 
two more weeks. In total, Sony 
sold just short of one million units 
during the first two days of PS2’s 
launch, and reported sales of more 
than one million several days later. 
Sony is planning a similar online 
commerce strategy in the US., and 
Judging by the preorder demand 
that game retailers such as 
Electronic Boutique and Babbages 
have experienced in recent 
months, Sony could see even larger 
online sales numbers in the US. 


The father of the PlayStation and PlayStation2, Ken Kutaragi, toured the lines 


during the PlayStation2 launch. Needless to say, he was pleased with what he saw 


Overall, the PS2 launch was 
by far the biggest videogame 
console launch in the history of 
Japan. The lines and first-day sales 
greatly eclipsed those of the 
Dreamcast launch, and PS2 launch 
results are said to be 10 times 
greater than those of PlayStation’s 
launch. From its very inception, 
the PS2 has made history with 
Japanese gamers. 


What can you expect for the 
US launch? Well, pre-launch lines 
like the ones in Akihabara are 
unlikely. The American gaming 
culture is not yet at the national 
obsession stage that it is in Japan. 
However, the PlayStation2 launch 
in Japan was covered as a lead 
news story by the US mainstream 
media (this could also be due, in 


part, to the hype that the 
Dreamcast launch generated here 
last fall). Still, this level of attention 
well before a US launch is unheard 
of, and it only adds fuel to the 
growing PS2 hype machine: 

Thanks to the runaway success 
of the original PlayStation in the US 
and the continuing attention its 
sequel is enjoying throughout the 
world, PlayStation2 is on a course 
toward an unprecedented launch — 
if Sony is able to deliver enough 
units, and to make more and better 
games available. We can think of a 
few, offhand, that didn’t make it in 
Japan. Still, we expect Sony to keep 
the hype machine rolling even in the 
wake of the X-Box announcement, 
and its US launch of PS2 will likely 
dwarf Sega’s fantastic launch of 
Dreamcast. — Dan Egger 


@ Only three hours after the PS2 launched, the only things left on store shelves were empty demo boxes 
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The launch in North America is now officially delayed until the first 
half of 2001. But Nintendo loyalists may finally have something to 
get excited about as we reveal new Dolphin details 


> By the time you read this 
(as we predicted last issue), 
Microsoft will have unveiled its 
X-Box platform and the Game 
Developers Conference will have 
ended with Nintendo’s announce- 
ment of a Dolphin delay until the 
first half of 200). 

“A 2001 launch for Project 
Dolphin is not only in keeping with 
the normal product lifespan for 
our home consoles, but provides 
two important benefits,” says 
Peter Main, Nintendo’s executive 
vice president of sales and mar- 
keting. “First, it allows the millions 
of current Nintendo 64 owners to 
devote their videogame dollars to 
the best lineup of new games in 
our history, without having to buy 
anew system. Secondly, the new 
launch date for Dolphin means 
that our system will come to mar- 
ket next year with a portfolio of 
game names across all genres that 
simply can’t be matched by any 
other company.” 

Mostly marketing rhetoric, 
sure, but the good news for 
Nintendo junkies is that while the 
firm may not be openly talking 
about it, there is a whole lot going 
on behind the scenes as Nintendo 
preps for the arrival of the 
Dolphin system. 


DEVELOPMENT KITS READY 
If you’ve been following 
Nintendo’s future console at all 
closely, you’ve no doubt read all 
sorts of different conflicting 
reports regarding the status of 
the development hardware. The 
truth is that elite first and second 
parties have been in possession of 
unfinished Dolphin development 
kits for six months. These kits 
have been largely useless, though, 
as they allegedly are not running 
at full speed and, in fact, do not 
feature the full guts of the system 
and cannot convey what it’s capable 
of. Nintendo’s plan, according to 
several trusted software houses 
that Next Generation spoke 
with, is to release absolutely 
finished development kits to 
first, second, and third parties 
beginning in April. 


AN INTERNET STRATEGY 
BLOOMS 
While Nintendo has openly admitted 
that it has an Internet plan in the 
works, it has predictably offered up 
no specific details. But its partners 
have. An intriguing help-wanted 
advertisement placed by Applied 
Microsystems Corporation, the 
company that has designed the 
development hardware, tells the 
story. “Candidate will work on 
Nintendo Dolphin game development 
tools,” reads the ad. “A working 
knowledge of networking protocols 
and Internet standards is 
required, including TCP/IP, UDP, 
http, etc. Knowledge of realtime 
protocols and applications such as 
voice over IP is highly desirable.” 
The plot thickens when you add 
second-party Dolphin developer 
Retro Studios. The developer is 
rumored to be working on five 
games for Nintendo’s phantom 
console, and has recently registered 
Internet domain names 
www.retroworld.net and www.nin- 
tendoonline.com. Moreover, Retro 
also scooped up talent from Id 
Software, namely David “Zoid” 
Kirsch, who designed the 
ThreeWave Capture the Flag mod 
for all of the Quake games. We 
contacted Kirsch for comment 
about his new position with the 
developer. “I will be focusing on net- 
work design and implementation,” 
the former id Software man told 
Next Generation, adding, “my game 
design experience is certainly specific 
with goal-orientated teamplay in 
first-person shooters.” 


AUGUST 2000 

While Nintendo may have a soft 
Dolphin presence at the upcoming 
Electronics Entertainment Expo in 
Los Angeles, inside development 
sources tell us not to expect much 
more than a few technical demos 
previewed behind closed doors. The 
big Dolphin unveiling is firmly set to 
take place at Nintendo’s own Space 
World show this August in Japan. It’s 
there that the Dolphin hardware will 
be shown in working form, running 
fully playable first- and second- 
party software. Nintendo is allegedly 
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petitioning its US studios (NST, 
Retro, and Left Field, among others) 
to have technically dazzling games 
ready for an August unveiling, with 
the more complete stuff left to 
NCULs internal teams. 


CAN DOLPHIN MAKE A DEBUT 
IN JAPAN THIS YEAR? 

Nintendo will have no problem 
completing the actual hardware for 
the Dolphin system in time to 
launch it in Japan this year. The only 
question is, will there be any software? 
As more information is revealed 
about the system’s behind-the- 
scenes workings, we’re inclined to 
say yes. If we are to use PS2, a system 
that sold 980,000 units in just three 
days, as the example, the Dolphin 
system need be backed by only a 
handful of third-party games at 
launch. Now consider this: premature 
Dolphin development kits have 
been available for six months and 
finalized ones are shipping. This 
gives Japanese software houses at 
least six months to deliver several 


“The new launch date for 
Dolphin means that our system 
will come to market next year 
with a portfolio of game names 
across all genres that simply 
can’t be matched by any other 
CONIDIA rose tea, wisesse ss rece portance or arene 


Dreamcast and PS2 ports of 
popular franchises to Nintendo’s 
next-generation console. With 
Konami and Capcom in Japan 
already rumored to be well 
underway with Dolphin software, 
we can expect at least a few 
system-selling titles from the 
bunch. And Nintendo itself, 
which stopped production on 

a rumored sequel to /080 
Snowboarding more than a year 
ago so that the team could 
develop tools and software for 
Dolphin, is very likely to have at 
least one original game ready 

by the holiday. 

Mix in the fact that Dolphin 
will retail much more cheaply 
than PS2 (and that according to 
every developer we've chatted 
with, it’ll be overall far more 
powerful), and we’ve got more 
than enough reason to launch 
the machine in the homeland 
this year. 

— Matt Casamassina 
Editor-in-Chief, IGN64.com 


m@ TOM RUSSO’S 


Fel aes 


MORE 
ALIENS VS. 
PREDATORS 
=> It may be the 

biggest grudge 
match since Rowdy 
Roddy Piper took on 
the full golden- 
haired Hulk Hogan. 
Yes, the Aliens are 
taking on the 
Predator again, and 
certainly the space 
marines will be 
involved as well. This 
one’s just getting 
under way for the PC, 
and the development 
house responsible is 
Monolith. We'll let 
you know more when 
there’s something 
more to show. 


MULTI-MULTI-PLAYER SPACE GAMES 
> If you’re in PC development, you’re probably pitching a sci-fi, futuristic, massively 
multiplayer game. A source who works closely with the development community has 
explained to Next Generation that “everybody” has a pitch like this. According to this 
source, who knows what publishers want, developers should “stop, and think about devel- 
oping something with mass market appeal.” We couldn’t disagree more, as we'd rather play 
Everquest in Space than online Boggle, but we’re not the ones worried about bankruptcy 
when “SpaceQuest” is cancelled due to the overwhelming interest in Star Wars Online: 
which we can now confirm is definitely happening. 


GAME BOY ADVANCE NOT ADVANCING 

> The technology and manufacturers, and hell, even some games may be ready, but 
Nintendo isn’t going to release Game Boy Advance this fall. Why? Game Boy Color is just 

doing too well to warrant the transition. Considering no one else has even considered upping 

the competition with anything that performs significantly better (Wonderswan and Neo Geo 

Pocket are competitive at best), time, at least in the handheld world, is on Nintendo’s side. 


MICROSOFT COURTS RELIC 

> Microsoft has announced a publishing agreement with Relic Entertainment. The 
Homeworld creator has signed on for what Relic’s Casanova-in-charge Alex Garden calls, 

“NSP, which stands for the next secret project.” NSP was deemed too risky by Sierra, but 

Garden says Microsoft is the perfect partner for the game. Of course, it won't be a 

Homeworld sequel. “Sierra owns the Homeworld intellectual property,” Garden says, “but we 

have a deal which is mutually beneficial 

and really almost an insurance of our 

continued partnership. It’s in our best 

interest to work with them going for- 

ward, and in their best interest to work 

with us going forward on that franchise.” 


SNOW’S OVER 


=> Three top-tier Blizzard Entertainment employees have left to form Triforge, a new 
company that will develop original multiplayer games. Based in the Seattle area, the trio 
are Pat Wyatt, Blizzard’s former VP of research and development, Mike O’Brien, the company 
director and former team lead and lead programmer of Warcraft Ill, and Jeff Strain, former 
lead programmer of unannounced Blizzard game. The three men have more than I6 years 
combined experience at Blizzard, and have all worked in some major capacity on the 
Warcraft series, Starcraft, and Diablo, No word yet as to what the first Triforge title will be. 
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Cc News 


@ TIME IS MONEY 


When will the 
PS2 cost $99? 


We apply the life of PlayStation 
pricing to PlayStation2, and believe us — 
you don’t want to wait that long 


Are these screenshots from 
an upcoming X-Box title? 


No. Actually, they are stills from Fox’s upcoming animated feature Titan 
A.E. Fox Interactive has yet to announce any games based on the film, 
but considering the company gave us Virtual Springfield, we are sure 
they will find a way to squeeze at least one title out of this license. 

The film chronicles humanity’s desperate exploration of space after 
the destruction of Earth by hostile aliens, and boasts the writing talent 
of Tick creator Ben Edlund, along with the usual Hollywood roll-call of 


voices. Not surprisingly, the film is directed by veteran animator Don 
Bluth, the man responsible for a number of animated epics, including 


> If you're reading this magazine, 
you're a confirmed early 
adopter. Investing a huge chunk of 
change to be the first one on your 
block to have the latest and greatest 
game console isn’t really a sacrifice. 
But for argument’s sake, let’s say you 
don’t want to spend more than $99 
for PlayStation2. Assuming the system 
launches in September for $299, by 
applying the original PlayStation’s 
schedule of pricing-over-time, you 
could indeed pick up the system for 
under $99 — in the fall of 2004. 

Of course, it’s highly unlikely that 
PlayStation2 will follow the same 
pricing structure of PlayStation, as 
the price of a console depends on 
many factors, including the health of 
the economy, exchange rates 
between the US and Japan, level of 
competition, general acceptance of 
the product, and most importantly of 
all, economies of scale. 

Still, looking at the pricing schedule 
of the original PlayStation, the system 
averaged one price drop per year (at 
some points the span between price 
drops was as much as a year and a 
half, but never more). Several of 
these price drops were created as 


@ BITS FROM THE EDGE 


countermoves against the activity of 
a competitor (such as the launch of 
Dreamcast) — but this time around, 
PlayStation2 will face competition 
not only from Sega and Nintendo, 
but from Microsoft as well. 


While PlayStation has been hugely 


successful in its run, Sony is more 


aggressively targeting the mass market 


for PlayStation2, which means that 
the megacorporation will likely drive 
prices downward in order to achieve 
the biggest market share possible. 


New Sony factories are already under 


construction that, when finished, will 
manufacture PlayStation2 Emotion 
Engine chipsets in bulk — which will 
in turn produce more affordable 
machines. And over coming years, 
Sony is likely to simplify the hardware, 
much like it did with PlayStation 
when the company removed the 

1/O port before dropping the 

price to $99. 

If PlayStation2 follows a similar 
track, the price will most likely not 
drop to the mass-acceptance price 
of $149 until March of 2002, and 
if it continues in the pattern of 
PlayStation, PS2 won't reach the 
impulse purchase price of $129 


the classic laserdisc games Dragon’s Lair and Space Ace. The movie 
debuts in theaters on June 16; the (inevitable) game will likely appear 


much, much later. 


— Eric Bratcher 


§ Fear Effect proved that hand-animated graphics could be rendered successfully 
in realtime. If this look becomes more common as systems become more 
powerful, screenshots may soon resemble animation cels 


If PlayStation2 follows a similar 
pricing track to PlayStation, you 
could pick up the system for less 
than $99 — in the fall of 2004 


until September of 2003. Finally, 
bargain hunters will have to wait until 
the fall of 2004 to get their hands on 
a console for less than $100. 

We can all but guarantee that 
PlayStation2 pricing will be somewhat 
different than that of PlayStation, but 


if they share any similarities at 

all, it’s clear that the wait for a 
bargain-priced PlayStation2 will be 
a long one. We figure that this 
makes being an early adopter seem 
even smarter — which of course, 

it certainly is. — Dan Egger 


Sony’s million...DENIED! Sony 

Computer Entertainment was 
just shy of selling one million PS2s in 
its launch weekend. The company sold 
980,000 units, but according to reports 
in the Associated Press, it was only able 
to ship 600,000 machines to retailers 
in Japan. News Bytes was on hand at 
the launch and witnessed firsthand 
the scores of disappointed Japanese 
children walking away from Akihabara 
without their systems. Of course, we 
already had our two machines, so 
we took this as an opportunity to 
point and laugh. 


3DFX’s millions....LOST! 3Dfx has 
Posted its fourth-quarter earnings, and 

in a word: “ouch.” The company lost 
$31,886,000 in the quarter, as opposed to 
a profit of over two million in the same 
quarter last year The company’s new 
CEO, Dr Alex Leupp, was quick to point 
out, however, that the company wants “to 
return to profitability as soon as possible.” 


AMD’s billion Hertz...SHIPS! AMD has 
broken the MegaHertz barrier, shipping 
the first | Gig processor It will first be 
commercially available in the Compaq 
Presario line, though if you have a spare 
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$1.3 million on you, you can purchase 
1,000 of the processors from AMD for 
$1,299 a pop. (Sales tax not included. 

Some assembly required.) 


Sony’s website... UNSECURE! On the 
eve of the PS2 launch, Sony’s site allowed 
44 people to improperly access pre-order 
information for 246 customers who'd 
ordered the PS2 online. The 44, who had 
entered in incorrect order numbers, 
received names, addresses, and number 
of consoles ordered by the unsuspecting 
246. Sony got the 4II on the access at 
17:00 and considered it a 91l. 22 minutes 


later, the problem was fixed, the 44 had 
no more access, and the data of the 
246 was secured. 


Dreamcast’s browser...UPDATED! It’s 
no secret that the original Dreamcast 
browser often failed to function because 
it was too busy deciding whether to suck 
or blow. But Sega and PlanetWeb have 
announced that a new browser will be 
released at this year’s E3 with much 
improved functionality. Version 2.0 will 
include enhanced JavaScript, plus the 
abilities to view sites made with Flash 3.0 
and to listen to MP3 files. The strangest 


@ FIENDISH OR FOOLISH? 


Games at a bargain, 


or bargain games? 


UK’s Fiendish Games delivers PC titles that are, well, cheap 


=> English company Fiendish Games 
(http:wwwiendishgames.com) has 
created a business model whereby players 
can download and purchase complete 
versions of original games. Producer 


claims the company’s $14.99 titles strive 
to be “of the quality of epic games, but 
half the size and a quarter of the cost.” 
Next Generation has tried four of 

these games, which tend to come with 


port, and while one title does stand out 
(a 3D variation on Columns called 
“Tower of the Ancients”), we must con- 
clude that you get what you pay for. Still, 
if you like bargain PC games, this saves 


Shawnee Sequeira of Fiendish Games 


substantial soundtracks and full D3D sup- _you the trip to K-mart. — Eric Bratcher 


HOT CHIX ’N GEAR STIX t c. (I J N j ) 
@ Hot Chix ’n Gear Stix offers a completely typical, if unstable, ™ Had Jaguar seen a second-generation game, it probably 


driving simulation. Players race one of three different muscle 
cars around three different courses, ostensibly racing as one of 
six ’70s babes with suggestive names inspired by Austin 

Powers. But the control is far from “shagadelic,” as steering 
sometimes cuts out and the accelerator occasionally locks 


would have looked like Natural Fawn Killers. This hunting 
game features four mostly overpowered weapons, twelve 
levels and “Jurassic surprises,” plus bad graphics, over-the-top 
(cheesy) commentary, and rabbits who mate while you wait 
(they’re strangely immune to gunfire while doing the wild thing) 


TOWER OF THE ANCIE 

1 Tower of the Ancients is easily the stand-out title, and an 
engaging entry in the puzzle genre. The game is based on a 
rotating platform, similar to Tetris or Columns, and features 
biblical “Tower of Babel” imagery and a dramatic soundtrack 


too fast and entertaining. Featuring six pilots in three environ- 
ments, it sends a message to developers — if you don’t have a 
good rendering engine, stay out of the water 


ivid 
Video 


Leave it to the porn 
industry to push the 
envelope of DVD 
technology 


Vivid Interactive has released 
Interactive Body Parts, a porn- 
ified variation on fashion plates in 
which the player reconstructs 
favorite porn stars for a “very 
special video payoff.” Vivid claims 
the product is the first playable, 
fully interactive DVD on the market 
(they are evidently unaware of 
the DVD release of Space Ace) 
and will offer the product in 
three varieties, ranging from a 
full-blown X-rated incarnation 

to a softer bra-and-panties version, 
which the company plans to pro- 
mote using demo units in Tower 
Records stores nationwide. While 
the press release misguidedly 
predicts that the product will 

be compatible with conventional 
DVD players, Dreamcast, Playstation2, 
Dolphin, and X- Box, it should 
legitimately function on any 
machine capable of playing 
regular, non-game DVDs. The 
trailer also boasts no territorial 
lockouts, so in theory, these 

titles should work on any of 
your import systems. 


Vivid, a leading-edge developer of 
DVD porn, claims the company’s DVD 
interactive movie games such as this 
forthcoming “match game” will play 
on X-Box and PS2 


function? Force feedback while browsing Sid Meier’s longtime partner in game Suzuki magnum opus will ship by the end 


the Web. development, has parted ways with of this year in the United States. Part one 
Meier’s Firaxis. Reynolds has since is already available in Japan, and has 
Nintendo’ ONLINE announced that he has formed a new received plenty of plaudits for its magnificent 


Nintendo Corp. has recently announced 
plans to invest in Japanese convenience 
store chain, Lawson. The deal will allow 
Nintendo fans to order any Nintendo 
products they like on the Web and then to 
pick up the goods at one of Lawson’s 7,000 
locations nationwide. The big N has yet to 
announce similar plans in the US. 


company called Big Huge Games, dedicated 
to producing realtime strategy games for 
next-generation platforms. And yes, the 
Parallel between this move and Erik Yeo’s 
departure from Westwood Studios last year 
to form 7 Studios, a company dedicated 
to creating realtime strategy games for 
next-generation platforms, is eerie. 


graphics and excellent story (though some 
feel the story arc is dragged out too long). 
We'll see how part one of a 42-part epic 
goes over with the traditionally more stoic 
and demanding American consumer. 


Daikatana H 
if L 


Every month in News Bytes we like to take 
some time out to mock John Romero’s 
eternally delayed Daikatana. Unfortunately, 
by the time you read this, we are assured 


Reynolds’ 


EVEALED! As reported 
last month in News Bytes, Brian Reynolds, 


2... SHIPPING! Well, 
Sega is hinting that the Yu 


by our friends in the retail trade that 
Daikatana will be on store shelves 
nationwide. It will be the end of an era - 
what we like to call “the easiest joke 
EVER” era. Frankly, we're distraught, as 
we have no idea if there will ever be a 
source of such perpetual levity in the 
game industry again. So we're asking for 
your help. If you can think of a new 
News Bytes whipping boy, please email 
us at kodos@dailyradarcom. Remember, 
we're lazy and not very funny, so it has to 
be a really easy target. 
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GAS 


The Dreamcast hardware will be free, and with the first 
online console games ever, Sega is about to enter entirely 


new territory — are you ready to come along? 


Take a snapshot of the 
industry at this year’s 
Game Developers 


Conference: Sony had rolled 
out PlayStation2 in Japan barely 
the week before, selling just shy 
of a million units. Bill Gates had 
given a keynote Friday 
afternoon, showing off 
Microsoft’s own system, X-Box, 
which proved far more 


Although more titles 
will be announced in 
the coming months, as 
of mid-March, here is 
the initial list of games 
our sources at Sega 
informed us would 
feature some form of 
Internet play: 
(Lionhead) 
(Sega) 
(Sierra) 
(Sega) 
(Sega) 
(Sega) 
(Sega) 
(Sega) 


(Activision) 


(Midway) 
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impressive than most had even 
guessed. If there was a buzz 
around the conference (and, as 
always, there was one), it was 
invariably of the sentiment, 
“Sega's in trouble now — the 
battle is for third place.” 

And you’d be hard-pressed 
to think otherwise. However, 
while Microsoft had some 
impressive specs and Sony had 


some impressive numbers, Sega 
had something else it wasn’t 
sharing quite yet: a plan. It’s a 
completely new and different 
way of doing business that 
could -- if the gaming public is 
ready, immediately, right now -- 
change the way we play games, 
and change it forever. 

If nothing else, you’ll get the 
hardware for free. 


@ If we're all lucky, Half-Life will be among those Dreamcast ports offering 
Internet play to console gamers — either it or, as is rumored, Team Fortress 


The idea began on April 8, 1999, 
in the brain of Brad Huang (yes, 
he remembers the date), a 
consultant and friend of CSK 
and Sega Enterprises president 
Isao Okawa. Huang saw the 
future of gaming as moving 
increasingly online, and knew 
just how to position Sega at its 
cutting edge. His idea — giving 
away hardware in exchange for 
signing up with an online service 
— was actually not any different 
from the successful strategies of 
PC-based Internet services, but it 
took a bit of time for Sega to be 
convinced — for one thing, 
other consultants, such as Price 
Waterhouse, weren’t convinced. 

“Price Waterhouse didn’t 
really get the heart and core of 
this business,” Huang explains. 
“They had the impression of an 
Internet strategy as being that 
you just put up a Web site as a 
kind of advertisement. What | 
was proposing was a completely 
different business model.” 

The model was very simple: 
accept wholeheartedly that the 
future of gaming is content 
based, not technology based, 
and that it will move increasingly 
online — then dedicate Sega to 
giving gamers what they want. 
And, perhaps most importantly, 
do it now, because there’s no 
point in waiting. 

Sega Director of Marketing 
Charles Bellfield puts it this way: 
“Our catchphrase is that ‘We 


fa 


want to take gamers where 
gaming is going.’ And that 
doesn’t mean a new hardware 
platform or a specific title; it’s 
all of those together. We want 
to introduce a whole new 
experience of multiplayer 
gaming through a console.” 


“Online gaming is becoming 
more of an expectation of 
consumers,” says Greg 
Chiemengo, formerly of 
SegaSoft. “On the PC side, if you 
look at mass numbers, it’s still 
pretty small. But Jupiter 
Communications is predicting 
28.6 million users by 2002, and a 
significant percentage of those 
will be based from consoles. 
Well, we’re the first ones there, 
and we're ready to do it.” 
Here’s where things take a 
major turn from the way the 
gaming experience has been 
delivered before. Sega is 
launching a new sister company, 
Sega.com, which is not (just) a 
Web site, but is instead almost 
exactly like AOL, serving, for 
example, as a full-blown 
Internet Service Provider. 
However, in addition to enabling 
access to the usual functions of 
an ISP — Web surfing, 
newsgroups, email — for your 
monthly access fee (remember 
that monthly fee, it’s 
important), Sega.com does AOL 
one better. Scattered across its 


Lionhead’s Black and White (these are actually PC screens, but the Dreamcast version will look almost 
identical) enables you to square off your evolving creatures against those of other players 


Internet backbone are hundreds 
of game servers, all dedicated to 
providing the lowest latency 
available for online gaming. 

Of course, if you want to, 
you can still use whatever ISP 
you want to in order to dial in 
and play Dreamcast games on 
your Dreamcast. Sega won’t 
stop you — but, Sega insists, 
you may not get the best 
performance. To a certain 
extent, this may just be 
corporate hype. On the other 
hand, you have to remember 
the corporation in question, 
and its often very public 
wrestling with the problems of 
online gaming through its 
subsidiaries, Heat.net and 
SegaSoft. 

“The good news is,” 
Chiemengo points out, “that 
thanks to the years of 
experience and the battering 
we've been through, we know 
where the pitfalls are, and,” he 
chuckles, “we found most of 
them. Still, the experience of 
the last year or so in building 
the Dreamcast network as it has 
existed up until now has been a 
great learning experience, so we 
know those pitfalls as well. 
SegaSoft’s stumbles will certainly 
help Sega.com succeed.” 

One other somewhat more 
concrete reason why Sega can 
be sure that its own network 
can offer low latency is because 
of a console’s closed architecture. 
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A Dreamcast is a Dreamcast, so 
on a gamer’s end, configuration 
isn’t even an issue: you pop a 
game in, scroll down the option 
menu to request an online 
game, and the hardware takes 
over the dial-up. Every 
Dreamcast player is using the 
same 56K modem, the same 
Internet gateway, and the same 
network. This simplicity is, in 
fact, the key to Sega’s strategy 
to make getting online as easy 
as possible. 

“What we're saying is, let us 
be your connection,” Chiemengo 
continues. “You could have any 
numbers of ISPs — there are 
thousands of them — why not 


trust us? What we will guarantee 
for you is the best performance 
available. We'll do this by 
dropping you into a proprietary 
network so you're not fending 
for yourself out there on the 
Internet.” 


Sega is so convinced that gamers 
will clamor for online access 
that it’s putting its money where 
its collective mouth is. Not too 
long after you read this, Sega will 
begin a massive rebate program 
geared toward enticing as many 
gamers as possible to give its 
network a chance. 

How? Sega wants to give you 


a Dreamcast for free. 

Taking a cue from many ISPs 
and PC manufacturers, Sega is 
offering anyone who agrees to 
sign on for two years of 
Internet service through 
Sega.com at $21.95 a month a 
check for $200 — which, you’ll 
notice, neatly reimburses you 
for buying a Dreamcast. Also, 
because the rebate is tied to 
signing up for Sega.com, you 
can get the $200 whether you 
bought your Dreamcast this 
afternoon or six months ago. 

This doesn’t mean that Sega 
and Sega.com are dummies. 
Individual game discs will still 
have to be bought at your local 
store (or online) for $40 — that 
won't change. And if you’re 
doing the math at home, that 
means signing up for a $526.80 
commitment over 24 months. It 
should also be noted that 
among the spectrum of ISPs, 
$21.95 a month is a bit pricey. 
However, it is competitive — 


again, compare it to AOL, which 
is $19.95 if you agree to one 
year, but requires all $239.40 up 
front. Plus, Sega is even 
throwing in a free Dreamcast 
keyboard when you sign (so 
you can type your email and 
chat), and is looking for other 
ways to sweeten the deal down 
the line. 

And remember that AOL 
has no hardware rebate. “The 
rebate is one of the 
foundations of launching this 
company,” Chiemengo says 
proudly. “We're saying to 
consumers, ‘Free Dreamcast if 
you're willing to sign up.’ What 
can we do beyond that to 
entice people? Well, game 
offers, peripheral bundles, 
whatever we can come up 
with. The thing is, get the 
hardware into as many hands 
as we can, but keep giving 
them reasons to buy new 
games, and keep the online 
experience engaging.” 


“The rebate was one of the 
foundations of this company. 
We’re saying, ‘Free Dreamcast if 
you’re willing to sign up.” 


THE EASY PART 

Once again, from the gamer’s 
standpoint, the closed 
architecture — both the 
hardware in the home and the 
servers Out on the ’net — means 
it will be as painless as possible to 
dial in and get connected. But 
since all the game software will 
also happen to be licensed by 
Sega, this enables a certain 
standardization of interfaces and 
approaches that have been 
unheard of before now in 

online gaming. 

“If you look back at all these 
reports from two or three years 
ago about how big online gaming 
was going to be by 2000,” 
Chiemengo notes, “it’s not nearly 
up to those numbers yet. Why 


Li me | 


— Greg Chiemengo, VP Sega.com 


not? Primarily, ease of use.” 
This ranges from technical 
considerations like simply 
getting on the network and 
finding a game server or an 
opponent, to more subtle 
problems, like a matching 
service that won’t drop a 
newbie into a deathmatch 
full of veterans. 

The plan is for every game to 
have a standard online interface 
— or at least, as standard as 
possible — so you can quickly 
tell what matches are in 
progress and who’s online, and 
find the appropriate opponent. 
Sega’s group director of third- 
party licensing, Neal Robison, 
explains: “Essentially what you 
do is pop the disc in, and there 
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Although by the end of the year 

there will be eight to twelve games 
enabling full Internet playability, between 
then and now several companies are 
considering interim strategies for what 
they can offer in the way of Internet 
“enhancements.” 

Midway, for example, with its 

upcoming Dreamcast version of Rush 
2049, won’t quite have the time to put in 


, y 


§ In a similar fashion, Midway is looking into different opti: 


head-to-head online play. However, it is 
considering the idea of setting up a 
bulletin board on which players can post 
saved “ghost” files, which other players 
can then download and attempt to beat. 
Also, Capcom will be adding a reason 
to go online in Street Fighter Alpha 3 — 
it’s the only way you can unlock certain 
characters. Under certain conditions, 
usually after having beaten certain 


bosses, logging onto the SFA3 site will 
reveal a code to unlock certain “master” 
characters hidden within the game 
(which are generally pallette-swapped 
existing characters). Capcom’s current 
plan is to update the site once a week 
with two new possible character codes to 
uncover. A Capcom representative 
thought there would be as many as 50 
hidden masters total. 


ions for Internet add-ons for Rush 2049, because the game will be out before the Sega network launches 


are menu options for dialing in, 
right off that disc, and no matter 
what game it is, it takes you 
right to that specific lobby for 
that game. So each game will 
have its own unique lobby, 


by Messels 
lace. 


(Yet another) 


where you’ll have people 
congregated, playing that 
specific game. And we're trying 
to make it easy for third parties 
to make the lobby look like part 
of the game, so it’s just an 


extension, make that really 
seamless. But no matter what 
the game is, the interface is 
recognizable.” 

So although the Quake Ill 
lobby will have the visual style of 


their same respective window 
locations as well. Whatever 
game lobby you dial into, you 
can (theoretically) always look 
in the same places for the same 
information. 


Quake Ill, it will still list player 
rankings in the same window 
location as the lobby for Ready 
2 Rumble 2 does; chat and 
available matches will still be in 


Dre Does was ia th 


Also, since every Dreamcast 
has a unique serial number 
embedded in it, the network 
can also potentially know 
instantly who you are when you 


“Essentially what you do is pop 
the disc in, and there are menu 
options for dialing in, right off 

that disc...” 


— Neal Robison, Director, Third-Party Licensing 
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@ Quake Ill (these are PC screens, but according to Carmack, the game will look 
almost identical) is probably the most anticipated game to be housed on Sega.com 


Interview with JOHN CARMACK 


What does the hardest-working 
programmer in gaming think 


s 


2 
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about Dreamcast? 


© If there’s one game that will make or 
break Dreamcast as an online platform, 
it’s arguably Id’s Quake I/II. Luckily, we caught up 
with John Carmack at GDC, and he graciously 
spared some time to answer our questions. 


Next Gen: So, the million-dollar question: is 
56K fast enough for Quake /Ii on Dreamcast? 


John Carmack: Well, you use basically the 
same protocols that you get on PC, so it’s very 
similar to what you get on PC with a 56K 
modem. Right now, in general, Qill 
development on Dreamcast has gone quite 
well. You can play Dreamcast against PC on the 
same maps, dialing in right over the Internet, 
and it works pretty nicely. They interoperate. 
The maps are slightly modified to fit in the 
lesser memory, but | believe the plan is to have 
those maps available on the Dreamcast disc 
so that people with PCs can interact and 
connect to the same game. They’re inter- 
operating just fine. 


ING: Any new features or maps? 
J€: Oh yeah, there are going to be new maps. 


There are a few new graphics features — little 
things, like lens flare. The user interface is all 


console presentation stuff that looks really 
neat. I’m not really sure there’s going to be 
much in the way of raw changes in the 
gameplay, but like | said, there are a few 
graphics tricks, new levels in a few places, and 
the presentation is much nicer. 


ING: Has Sega’s networking plan and ISP helped 
with any networking problems? 


JC: Well, they've gone through several different 
layers of stuff. There have been three different 
network APIs that they’ve proposed and 
pushed out, and Qi/l wound up just using this 
very straightforward “here’s the TCP stack” on 
there. So I’m not sure the value of a lot of the 
stuff they’re trying to do with setting up entire 
infrastructure for chat rooms and so on is going 
to be really important, at least for our types of 
games. | mean, there are certain types of 
games that require starting with a fixed 
number of players, where that type of 
infrastructure is a useful thing. But for the kind 
of pick-up games that you get with Quake, it 
really doesn’t need much. As long as they 
provide good basic code to connect people up, 
and make it easy for people to get their 
systems and have ISP accounts, that’s the 
primary battle. And then they need to make 


log on. This enables features like 
saving player rankings, or even 
forming clans, without eating up 
space in a VMU to save the 
information, since it can be left 
on a network hard drive 
somewhere and called up by 
your serial number later. 


THE THIRD PARTIES 
As you might gather, it won’t 
just be Sega’s own games you'll 
be able to play over Sega.com. 
Sega has struck deals with 
Midway, Capcom, Konami, Ubi 
Soft, Sierra, Acclaim, Infogrames, 
Lucas, Eidos — just about 
everyone who’s currently 
developing for Dreamcast — to 
produce online content for 
upcoming titles. Although when 
it comes to naming actual titles, 
Sega’s third-party liaison, Neal 
Robison, explains, “We’re 
opening up an environment, 
going out across the country 
and placing hundreds of game 
servers on the backbone of the 


‘net, working out the 
bottlenecks, and what we’re 
saying to third parties is, we'll 
host your content there as well. 
We'll take care of managing that 
Solaris server, and making sure 
it’s connected and running the 
right version of the software. 
We'll make it so easy for you 
guys that it’s a no-brainer.” 
According to Sega, every 
Dreamcast development kit 
that’s ever been delivered to a 
developer has had a modem in 
it, with software support for 
direct connections and TCP/IP. 
Since Dreamcast also supports 
WindowsCE, this has meant that 
DirectPlay (the online gaming 
API in DirectX) has also been 
available. By the time you read 
this — or not long after — 
Sega’s own proprietary API, 
optimized for the Dreamcast 
network, will have been 
delivered into third-party hands. 
There are no additional third- 
party licensing fees needed to 


. a . 
be camps] i 


® According to Id’s John Carmack, the pug-uglies of Quake III will look every bit as 
good (relatively speaking) on Dreamcast as they did on PC 


put a game on Sega’s network — 
if anything, the money will flow 
in the opposite direction. 
Robison explains, “What we've 
done is try to design a business 
model where any revenue we 
might generate from advertising 


or something like that, we share 
that with the third parties. 
They’re creating the content. 
It’s a partnership, and we 

don’t want to put up too 

many barriers.” 


sure that any games that are going to be played 
over the Internet have reasonably distributed 
servers, so that people can get a decent quality 
of service in different areas. 


ING: How has Sega’s networking and tech 
support been in general? 


J: Aaron Seeler [who’s heading up the Qil/ 
conversion] would probably be the more 
appropriate person to ask on this. Um, not sure 
how much of this should really go into public 
interviews, but we went through a few cases at 
the beginning where | was really afraid they 
were completely clueless and were wandering 
around in circles. They dumped some code that 
really wasn’t very good. But then finally they 
dropped in some code that was exactly what 
we needed: it was the right thing and seemed 
to work great. 


ING: Were there any unforeseen problems 
or pitfalls working with Dreamcast or 
the network? 


JC: No. Actually it’s a good target. Working on 
Dreamcast is pretty pleasant. I’m not actually 
doing much of the work there, but | interact 
with Aaron a bunch on it, and Qill looks really 
quite good on there. We’ve had to crunch 
some things down to make them fit in the 
I6MB main memory, but the graphics actually 
come across perfectly. In fact, because we go 
ahead and use their texture compression 
aggressively for everything, it winds up with 
stuff that’s basically the high-quality textures 
from the PC running without swapping on an 
8MB video platform. So it looks probably better 


“Actually, it’s a good target. Working on 
Dreamcast is pretty pleasant.... The 
graphics come across perfectly.” 


than what it would look like on the PC for 
people who have “normal” video cards. It’s no 
32MB GeForce, by any stretch of the 
imagination, but it looks quite good. 


NG: Any difficulties using joypad controls? 


JC: That’s still my biggest concern. Modern 
videogame controllers, console controllers, are 
really not good for first-person shooters. And in 
fact, | would almost say that the analog 
controllers are a step backwards in some cases. 
Because, at least for constrained pitch games, 
like Doom-style stuff, playing by using the 
shoulder buttons for strafing and running 
around with the normal direction pad actually 
works out pretty well. But now everyone wants 
up-and-down looking, and then you're trying to 
use the analog controller, too, and you don’t 
have good strafing capability and, well, it’s 
tough. | have yet to play one that | really 
thought nailed it right — although | think a lot 
of it is just what you’re familiar with. Everybody 
who learns on a mouse is going to dislike the 
game controllers, but people who learn on 
those may not have problems with it. 

It’s an issue. 


NG: Given your level of expertise, is there any 
advice you can give to console developers who 


have never done a networked game? 


JC: As far as Internet-action-play games, there’s 


really a whole set of knowledge there that 
really runs completely parallel, and 
orthogonal, to the graphics knowledge that 
you have to learn. All the things they talk 
about in theory in the books wind up being 
much, much messier in the real world, dealing 
with not only the fact that you’ve got latency 
and potentially dropped or duplicated 
packets, but the real issue is that it all varies 
— like you have good and bad spurts of time, 
and things have to adapt over time. It’s tough 
and tricky and it’s not really what we want — 
we want to get to a digital connection, but 
analog modems are going to be with us for a 
while longer. 


NG: Any advice for PC developers getting into 
consoles? 


JC: Well, the Dreamcast is a pretty easy move 
for PC developers. It’s got a similar model to 
the way PCs work, where you’re got one 
pretty fast processor and then one graphics 
accelerator that you communicate with, and 
that’s a lot easier to deal with than some 
other consoles. Like the Sega Saturn was the 
worst offender, but it looks like the PS2 is 
going the route of, well, making you do more 
work to get better results. Dreamcast is 
pleasant to develop with. The tools are similar 
to what PC developers are used to seeing, it’s 
got an integrated environment, a good 
compiler — works pretty nicely. NextGen 
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Two of the first games to offer full Internet head-to-head will be NBA 2K/ and 
NFL 2K]. Initial tests seen by Next Gen staffers showed little difference incurred by 
Internet latency — although the online version was locked at 30fps 


THE DEVELOPERS 
One problem with launching a 
console-based online gaming 
network, however, has nothing 
to do with hardware or support. 
It stems from the fact that 
traditional console developers 
have never really had to deal 
with programming any kind of 
networking code. Producing a 
split-screen multiplayer game 
that runs on one machine is a 
whole different set of problems 
than those involved with sending 
packets of data over a network. 

Greg Thomas, co-founder of 
Visual Concepts, developers of 
NFL 2K and the upcoming, 
online-enabled NFL 2K], puts it 
this way: “There’s a lot of 


overhead involved, and we 
couldn’t have any overhead. 
When we shipped NFL 2k, do 
you think there was any RAM 
free? Do you think there was 
any GD-ROM space free? We 
had nothing free. So now we've 
got to somehow put a modem 
driver in there, and it’d better 
be pretty damn small because 
’'m not going to let it take up 
any animation space, right? 
We have lots of those kinds 

of issues.” 

Yet the truly basic shift has 
less to do with programming 
and more to do with a shift in 
mindset. Neal Robison explains, 
“The only way we’re going to 
have really good online games is 
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“The only way we’re going to 
have good online games is if 
they’re designed to incorporate 


online features.” 


— Greg Thomas, VP product development for Sega of America, Dreamcast Inc. 


if they’re designed from the 
beginning to incorporate online 
features. I’ve seen an awful lot 
of stuff grafted on at the end, 
and that never, ever works.” 
Thomas agrees. “You have to 
build online games from the 
core. We didn’t have any 
experience, but when you have 
really bright people, you get it 
done. You have to design 
around it and think about all the 
things that occur. So, for 
example, there are times in our 


game, split seconds when the 
player doesn’t have control — 
whenever you're playing an 
animation, for example. So 
while that animation is running, 
| can be sending data across the 
line. Do it right and you can 
actually mask lag that way, but 
it’s got to be thought about 
from day one, and it’s got to be 
designed around,” he says. 
Thomas, in fact, sees 
multiplayer online as being the 
next major paradigm shift in the 


industry — from 2D sprites, to 
3D polygons, to multiplayer. 
“From this time forward, every 
single game we have in 
development has online play in 
it,” Thomas says. “Every single 
game. There’s not one 
exception. Up until now you 
could see the differences in 
generations, see the difference 
between NES and Super NES. 
This isn’t a difference you can 
see, but when you start thinking 
about online, you really don’t 
have a lot to compare it to, 
and you really have to start all 
over — just hit the reset 
button because it’s 

completely different.” 


THE Al IS NEVER 
GOOD ENOUGH 
There are many reasons why 
online gaming is substantially 
different from the console 
experience that has come 
before, in both obvious and 
subtle ways. The most 
important of which is that 
playing a real person over the 
‘net is inherently more 


interesting than grappling with 
preprogrammed Al. Ask any 
PC gamer who spends time 
searching for deathmatches 
and he'll tell you that battling 
against bots, no matter how 
well designed they may be, just 
can’t hold a candle to fighting 
human opponents. 

But the intricacies of online 
gaming don’t just stop there. 
The PC-based models that have 
arisen during the last five to ten 
years have proven the attraction 
of that other online buzzword: 
community. Quake clans and 
EverQuest guilds bloom over 
the ’net like spreading 
wildflowers, and for many 
gamers, this provides an 
even larger draw than the 
games themselves. 

Which is why the Dreamcast 
network is such a tantalizing 
beast. In terms of the number 
of people playing, the PC 
market has been always been 
relatively small compared to the 
console market, and there are 
many reasons for this — cost of 
the hardware and the technical 


Not soon. At least, that’s what a number of consulting 

firms seem to:believe. Although the growth of 
broadband networks will be comparatively explosive during 
the next three to four years, the most generous estimate, by 
the market research firm Strategis Group, is 25 million 
broadband households in the US by 2004. The same firm 
predicts, however, that the total number of households with 
any Internet access, whether broad- or narrowband, will be 90 
million households by that time — in other words, only slightly 
more than a quarter of people with access will be supplied 


with broadband. 


Futher, in 2004, 46% of broadband access will be supplied 
through cable modems, which have an inherent problem: You 
share a local hub with other users in your building, or on your 
block, and the more of them there are, the slower each 


individual connection becomes. 
At saturation, connectivity slows 


to dial-up modem speeds 
or worse. Cable 

companies will, no doubt, — 
scramble to keep up 

with demand and add 
additional hubs over 


time. But according to another 
report by research firm Sanford 


C. Bernstein and McKinsey & 
Company, consumer demand 


will far outstrip the supply at — 


least until later in 2002. 


Which means you can likely 
expect all those cable modems 
to chug at no better than 
narrowband speeds for several 
years to come. 


People 


Status 


Chat Window 


MATT4: They have a good off. line, but horrible defense. 


JEFF77 Waiting 
NINER22 

MATT4 Waiting 
YOUNG _ Confirm 
CORSAIR Waiting 
DON101_Confirm 
Petersont Waiting 
80sJoel Waiting 
Clockwork 

SEGAS99 

HotRod Waiting 


Jennifert2: I've had one before 

NINER22: Go into the create a player an make him then 
just trade him onto your team. 

YOUNG: DON101 do you want to play? 

Clockwork: This is the first time I've been on 

Diamond44: I've seen it, but never played it. What do you 

think? 

Blackbeltt; I'm int!!! 

Misfit: You don't have a chance 

Alex415: What do you think of the team this year? 


@ Every game will connect to a lobby, which follows that game’s look, but has the 
chat and matching windows in the same place as every other game 


barriers to entry, just to name 
two. Right now, the total 
number of US online gamers 
(nearly all of whom are doing so 
from PCs) is 12-15 million 
people. If everyone who owned 
a Dreamcast were to sign up 
and go online tomorrow, that 
figure would swell appreciably. 
And, should the Dreamcast 
network take root and grow to 
something approaching 
PlayStation numbers — or even 
half of PlayStation numbers, say 
20-25 million — online gaming 
would suddenly become 
accessible to unprecedented 
numbers of people. 

If that happens, this would 
nearly qualify as a grand social 
experiment — throwing millions 
of people from all over the 
country onto the Internet, 
many of whom have never tried 
doing so before, and yet all of 
whom have at least one thing in 
common: playing games on 
Dreamcast. 


THE BROADBAND 
QUESTION 
Naturally, however, everyone 
who picks up a “free” 
Dreamcast and signs up for 
Sega.com is going to be hooking 
up through that 56K modem 
that comes with the hardware. 
By contrast, Sony and Microsoft 
are sticking to a broadband 
strategy, dedicated to using only 
extremely high bandwidth 
connections — dedicated cable 
modems or DSL, for example. 
This would, at first glance, 
seem to freeze Sega out in the 
cold. Who wants dinky 56K 
when there’s a whole world of 
screaming-fast access out there, 
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and both Sony and Microsoft are 
planning for it? 

Well, because it’s not that 
simple. Yes, broadband is 
coming, of that there’s little 
doubt. But there are serious 
questions about when, and how 
rapidly, will it spread? The fact is, 
barring some drastic upgrade in 
infrastructure, current 
projections don’t see an 
appreciable availability of 
broadband access in the US 
for at least two years, and 
more likely as many as four 
(see sidebar). 

Plus, both Sony’s and 
(inevitably) Microsoft’s strategy 
is geared towards a lot more 
than just playing games. They 
want to pipe music and movies 
into your house over the 'net, 
for example, and while this is all 
well and good, it doesn’t do 
much for those of us who want 
a cheap means of reliable 
access and want to play 
games right now. 

Which is why Sega’s 
narrowband strategy makes 
sense — it’s available today, to 
anyone who'll sign up for two 
years of service, and there are 
already games you can play on 
the network. What’s more, you 
don’t have to buy anything 
extra. Sony’s current plans in 
Japan are to enable wireless 
access through cellular phones, 
at additional cost for the 
modems and access. Plus, 
wireless connections are, at 
least currently, not appreciably 
faster than a dial-up connection. 

Brad Huang is actually 
surprisingly contemptuous of 
Sony's strategy. “The 
disadvantage of wireless is to 


add steps and long latency. It’s 
not going to work,” he says 
flatly. “If you want to play chess, 
it’s OK, but for real interactive 
gaming, it’s not going to work. | 
don’t know how serious they 
are about this. They’re claiming 
they can do it, but not enough 
research has been done on that, 
and Sony has no experience 
with it.” 

And there’s nothing to stop 
Sega from switching to 
broadband, or giving gamers the 
Opportunity to upgrade to a 
broadband connection as they 
become available, “AT&T claims 
they’ll have the whole of San 
Francisco, the heart of Silicon 
Valley, wired for broadband, but 
not until 2004,” Charles Bellfield 
explains. “Our philosophy is that 
you've got to get the consumer 
in a narrowband environment, 


and then take them through to 
broadband. There’s no point in 
saying you’ve got a broadband 
solution without actually proving 
that you’ve got something.” 

Will Sega be ready should 
broadband actually come 
sooner? “We've already got an 
Ethernet card,” Neal Robison 
notes. “We've got it in the lab 
right now. The issue for us is not 
whether we can make one, but 
when will the infrastructure be 
in place to really enable that to 
take off? When is it worth our 
trouble to bring out an adapter 
for cable modems or DSL and 
have it sell? And the more | hear 
the industry talking, it keeps 
getting pushed out another year 
and another year. And that 
sucks, because look at what 
your average Joe in middle 
America doesn’t have access to 


“There’s no point in saying 
you’ve got a broadband solution 
without actually proving that 
you’ve got something.” 


— Charles Belifield, director, marketing communications 


@ Sega’s Chu Chu Rocket can be played online right now — there’s a certain 
amount of lag, but that will go away when the full Sega.com network is launched 
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© Sega’s Parlor Games will be available practically the same 
day the Sega.com network goes online, offering 3D versions 
of four different “classic” games: hearts, checkers, chess, and 
backgammon. Although probably the least exciting title on Sega’s 
list to readers of this magazine, it is, believe it or not, fairly crucial 
to the company’s success strategy. 

According to the IDSA (and similar numbers are bandied about 


by just about everyone else), board games and card games 
together command nearly 50% of all online gaming. Compare this 
to slightly less than 20% generally accorded to what are loosely 
grouped as “action” titles, such as Quake, Unreal, and Command & 
Conquer. (in fact, action is outpaced even by the 30% of “gamers” 
who log on for trivia or quiz games.) 

Once again, Sega is hoping that the cheap hardware and ease of 
use will lure hordes of new gamers online — even if they just want 
to play checkers. 


that people in the San Francisco 
area, or Seattle, have had for a 
while. We have broadband ready to 
go, but we want to get everything 
up and running, give the consumer 
that experience now, and sure, 
make our mistakes, but when 
broadband happens, it’s 

smooth sailing.” 


THE FUTURE 

So when does this miraculous 
network go online? According to 
Sega’s Bellfield, the plan is to roll the 
network out live September 7, 
during the MTV Video Music Awards, 
the event that Sega used last year to 
launch the system. And will Sega’s 
network be ready? Almost certainly, 
although during the writing of this 
feature, the company had more 
than a few difficulties providing 
information and materials on the 
killer app online titles designed for 
the network — specifically Phantasy 
Star Online. It’s more than likely that 
Yuji Naka’s latest opus will slip to 
next year. But, all the 2K/ sports 
titles, along with a healthy dose of 
third-party offerings, will make an 
attractive package. 

That online gaming will grow 
ubiquitous seems inevitable. The 
only question is, when will the mass- 
market, console-based audience be 
willing to make the leap? “Most 
console gamers are technologically - 
aware,” Brad Huang concludes. 
“They'd like to be online, and after ; 
all, people like to play games against —_— ™ Space Channel z 
other people. | think most online Zs Ulala willibe : 

See z ‘ Sega.com’s Z 
gaming is done with the kids down Official mascot. 
the block or across town. You want Expect her to be 
to play, but can’t get together? This is Mig selec tine 
a way to do that. It’s very addictive.” awards on 

And if it’s going to be now rather — September 7 
than later, Sega certainly is going 
about it right — free hardware is as 
tempting a reason to try something 
as you can get. — Jeff Lundrigan 
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exciting games coming down the pipe 


>PlayStation2 


Dead or Alive 2 1... 2c, ec csenees 59 
Reiselied” isis cai s nen es mnie a wee 73 
SSX: Snowboarding SuperX ....... 37 


+Dreamcast 


Rush 2049 
Ultimate Fighting Championship . . . .43 
Wacky Races 


PlayStation 


Army Men: World War ........... 49 
Covert Ops: Nuclear Dawn ........ 62 
Mike Tyson Boxing ..........-.++ 65 
Star Trek: Invasion ...........+++ 48 


Ultimate Fighting Championship . . . .43 


Wacky Races 


>PC 


Heroes of Might and Magic ...... .68 
Wacky Races .........2..65 $0. 88 
Milestones 

Biohazard Zero ........++0+0005 79 
Dark Reign 2 ... 2... eee e ene 82 
Demolition Racer: No Exit ....... . 81 
Deep Fighter .........-2.56 eee. 282 
Ecco The Dolphin ........+« sieeeBO 
Episode One Racer ...... ea, piaiuca:n8O 
Fantavision ..........5+ oeeees 80 
Gran Turismo 2000 ............. 78 


Gradius H&IV ... 
Ground Control 
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@ PLAYSTATION2 


Arts @ Developer; EA Canada 
in), Launch (US) @ Origin: Canada 


ain su 
ese people 
brawling on the slopes 


No matter how pretty it is, push a button and the : 
no matter how great the 


sound, a good snowboarding 
game passes or fails by its feel. The out of it, do another thing, 
team behind SSX seems to get that. really nice and fluid.” So, while you 


One race down a track in EA use an analog stick to steer with and) 
Canada’s newest PS2 venture and a button to jump with, all of the grabs ~ 
you'll immediately understand what it _ are controlled by pressing the shoulder 

is like to cut across the snow, wipe buttons, and spinning or flipping 


out on some.ice, or go airborne with requires the use of the digital pad. 
the wind whistling through your hair We know it sounds scary — and 


(well — you'll almost understand). honestly, we were skeptical, too — % 
They've got the feel down cold, and but after a few trips down the A i 
they've also got quite a few more mountain, we were pulling off iy 
tricks up their sleeves. tricks like pros. i \ 
According to lan Lloyd, an artist on There is a tangible sense of E 
“keg EY the project, it’s all a matter of under- accomplishment when you land a 


standing the way the game should difficult maneuver because it was ; 
control. In many games, he says, “you _earned with skill — not just a few ~ i 
Hd 


button presses. Producer Larry 
LaPierre refers to the process as a 
very “organic trick structure,” and 
that sums it up perfectly — it 
simply feels right. 

Of course, great tricks don’t mean 
anything without great tracks, and EA 
is working on those too. There are 
several courses for you to race, ranging 
from your standard downhill race 
courses to some outright bizarre set- 
tings — like an iceberg that has been 
towed into the South Pacific (think ice 
and slush) and a completely indoors 


1 es 


§ Go airborne and the music fades away; 
all you'll hear is the whistling of the wind 
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in their native 
language 
a (lip-synched, 
R of course), and 
Be each character has 
loads of extra 
animations. 


One of the neatest 
things about SSX is 
how the music is 
being dynamically 
scored on the fly 
as you progress 
down the track. 
Depending on your 
location and how 
well you're doing, 
the song will change 
with different layers 
being added as 

you do better and 
better. This dynamic 
scoring allows all 
sorts of trickery to 
be performed — 
the most impressive 
of which is when 
you go off a jump. 
Get enough air and 
the music will fade 
away slowly — all 


Japanese megaplex track. “One of the 
key things is making sure that each 
track is significantly different than the 
others,” says LaPierre. “So it’s not just 
a different shape of where you go, 


but that each environments is rich, racing available, and, strangely “eats peas the 
5 win iin} 
adventuresome, and completely enough, a sport founded by the project you soar pele 
different.” From what Next manager on the game) involves all of ground, When you 
Generation was able to play, each the racers going down at the same a the a beat 
: iCKS Up Wil 

track also featured plenty of spots to time and competing for the same landing (whieh ut 
do big tricks, go fast, and most space. Using the right analog stick, bles its impact) and 
importantly, beat some people up. you can throw a few well-timed pushes _| the song continues. 


Simply exhilarating! 


toward anybody dumb enough to get 
Beat people up? “During the race, ai 
we're trying to accentuate the physical “During the race, we’re 


contact similar to a hockey game,” trying to accentuate the 
Lapierre insists. “You know, getting h i c. al c onta ct simil lar t Oo 
the elbows out and things like that.” phys! i 
Yup, boardercross (the main style of a hockey game = Leth LaPlerr 
i ; : >, @ The physics system for the game is extremely complex and even the 
‘ re 2 ae distinctions between hard- and soft-packed snow can have an effect on 

. elif 1% ; the race. Due to these physics, there will also be lots of ways to wipe out 

, t ~ ‘ wes 


PS 


@ On Untracked, you get flown to the top of a 
mountain, then forge your own path down 


near you while racing, and — if you’re 
lucky — knock them down. This is 
where it becomes important to 
choose a character from the eight 
available that fits your playing style; 


but she can’t deal with a crowd the 
same way the 235-pound German 
racer can. And to win the world 
championship, all you need to do is 
make it to the bottom — how you do 
it is entirely up to you. 

And therein lies the beauty. 
Contrary to what you may have 
learned in other snowboarding 
games, your options here are nearly 
unlimited. Shortcuts abound all over 
the track, and they are among the 
most subtle Next Generation has 
seen. What makes them special is 
that they are more than a simple, 
static path diverging from the main 
track; instead, they actually reprise 
the feeling of jumping over a fence 
and ending up on the untamed 
mountain. It’s a great feeling when 


_the result of messing up a jump and 


the 15-year-old Japanese girl is fast, _ _e flying off the track is to freely board 


down the mountain until 
up with the track again, 
and rocks all the whil 

Even more asto! e 
track in the game is simply a mountain 
that you are flown to the top of. 
There is no track per se, and the chal- : 
lenge is to make your way to the bot- iti 
tom — through the powder, off the 
cliffs, and through the treeline. V\ 
the incredible score in the b g , 
racing on this track — unfinished as 
was — was already one of the most 
enthralling experiences we’ve had 
with PS2. Trust us, it’s a rush. 

— Blake Fischer 
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H DREAMCAST, PLAYSTATION 


e Japanese developers 
rocess of re-creating the 


throw in the towel, loses. As you might however, the deiclopnene teams 
suspect, it’s not an event for the are also creating 16 original 
squeamish. fighters. If 38 fighters aren't 

So it was only a matter of time enough to satisfy you, (which, by 


@ Two fighters struggle for supremacy on the 
ground while the referee looks on for a 
submission tap-out 


@ Some styles of 
fighting like kickbo 

are ultra violent, and, 
even though you can’t 
see it in the game yet, 
you can probably 
expect some matches 
to get quite bloody 


“The most interesting match is 
one where you have fighters with 
completely different styles” — sett sarnnart 


all means, they should), you might try 
the create-your-own-fighter option, 
and bring your own digital alter ego 
into the ring. 

Each fighter has his own unique 
way of fighting, and this feature really 
separates the game from other Tekken- 
esque fighters. “We have 34 styles of 
fighting in the game,” Barnhart proudly 
declares (evidently there is some small 
overlap between characters and styles), 
and while there will be some shared 
moves, most of each fighter’s moves 
will be unique. This gives players an 
unprecedented amount of variety in 
terms of gameplay because, while some 
fighters may follow a traditional form 
with punches and kicks, others will 
focus mainly on takedowns and 


Hoping to get a jump on the competition, Next Generation cornered Producer Jeff Barnhart 
and tried to get him to clue us in on which fighting style will be the most powerful in the 


game. “The most destructive style of fighting is probably something like kickboxing or 
boxing,” he whispered. “Any time you're delivering hard blows to a fighter’s head, you’re 
probably going to see blood.” Barnhart’s favorite style, however, is submission fighting 
because he likes making his opponent tap out. 
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submission moves. Barnhart praises this 
aspect of the tournament for lending a 
lot of unpredictability to every match. 
“The most interesting match,” he says, 
“is one where you have fighters facing 
each other with completely different 
styles — you just never know what will 
happen.” 


@ Fighters are being painstakingly re-created 
with as much detail as the artists can 
muster. Tattoos and other features will be 
easily distinguishable from fighter to fighter 


One of the greatest draws to the UFC is 
that matches end by either submission 
or knockout — which can actually 
make for some prolonged and brutal 
fights. “This is another area of the game 
that | want to keep true to life,” says 
Barnhart. “We are going to have fights 
end in submission, knockout, the ref 
might stop the fight, the doctor might 
stop the fight, or the fighter’s corner 
might even throw in the towel.” It all 
really depends on how each player 
fights. If you go for some painful 
crippling injuries, you might end it all 
quickly, while a submission fighter might 
take longer, eventually dragging you to 
the ground and wearing you out. 


This brings us to stamina — which, 
according to Barnhart, is a big factor 
that must be taken into account. 
“Sometimes you'll see a fight and you 
will totally expect the dominating fighter 
to win,” he confides, “when suddenly he 
tires out and the other fighter unleashes 
on the worn-out guy to win.” The great 
player, then, will not only be agile and 
aggressive, but must also exercise 
strategy so that he won't lose a hard- 
fought battle due to exhaustion. 

Like any good fighting game, UFC 
offers a standard Versus mode, a Career 
mode, a Tournament mode, and a 
Training mode. For the single player, 
the Career mode offers the most 
replayability with the ability to start with 
a fighter and work your way through all 
the fighters (with random seeding). 
Large groups of players, however, will 


\ 
% 


@ A head lock in the UFC may just be the very 
beginning of a whole world of hurt. Unlike 
other fighting games, grappling will play a big 
part in many of the UFC fighters’ repertoires 
really appreciate the tournament mode, 
which enables up to |6 players to set up 
a ladder and see who really is the best. 
With an eye tuned for the perfect 
balance between gameplay and no- 
holds-barred authenticity, Barnhart and 
the developers may have the makings of 
a great videogame franchise come late 
2000. Hopefully, they can deliver the 


goods as promised or we may have to 
take them into the ring, grapple them to 
submission, and force to them play 
Criticom for days on end — and nobody 
wants that to happen. — Blake Fischer 


@ There are 34 unique styles of fighting in UFC 
and, while many characters may share some 
basic moves, all will fight very differently 


f 


” pee ae 


@ Unlike a tradtitional fighting game,you will 
need to consider your stamina, and whether or 
not you can keep up to the pace of the fight 


@ The strength bars enable fighters to recover a small amount of energy if they can secure a little rest. But a good flurry 
of strong hits, if unblocked, will always take you down 
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@ Photon torpedoes come in two flavors: vanilla 
and guided 


@ This star is in the 
background, but ¢ 
other structures, 

such as asteroids 

or this planet, must 


be circumnavigated ep 


a €p 


@ In one of the early missions, you must keep a Cardassian freighter carrying stolen weapons from escaping through a wormhole 
@ PLAYSTATION 


STAR TREK: INVASION 


™@ Publisher: Activision Mi Developer: Warthog pic. Mi Release Date: Summer 2000 Mi Origin: England 


The Federation isn’t nearly as boring ON ___ implement your destruction. Though our 


alpha build lacked solid controls (on-the- 


Playstation. Blow stuff up, Klingon style weapon changes were tough, and 


analog options had yet to be added), the 


To say that Star Trek: Invasion recognized some of Star Trek’s ship title shows great potential. In addition to a 
> initially resembles Colony designs. This can be attributed to the fact top-secret storyline (involving, we 

Wars seems a bit of an that developer Warthog was founded by presume, an invasion — possibly by the 
understatement; nearly every person in the people who designed Privateer 2,and Kam’ Jahtae, one of several new races 


our office immediately mistook it for the employs developers who worked on the created specifically for the game), the final 
latest incarnation of PlayStation’s revered original Colony Wars. version promises 20 multi-tiered missions 
space dogfighting franchise until they Yet Invasion distinguishes itself with its and multiple controllable craft. 
excellent use of the Star Trek license. Our Previous Trek games have mostly been 
preview build had us escorting Bajoran dry, slow-moving strategy-based 
personnel ships through hostile territory, treatments. However, this title breaks the 
firing phasers and photon torpedos at a franchise's great barrier and may finally 
Cardassian freighter carrying stolen deliver the realtime white-knuckle action 
weapons, and even defending against a that brings out the bloodthirsty Klingon in 
Borg cube. Even more authentic will be all of us. — Eric Bratcher 
the voice-over work by Michael Dorn and 
Patrick Stewart, which has yet to be Cut scenes are done using the in-game engine 
implemented in the game. ; oe — ah, 
On the technological side, Star Trek: 3 ae aS 
~™ 


Invasion boasts a lush new graphics 
@ Unfortunately for you, a ship this size has a A d d-based Al il 
powerful shield array, which will take you Engine, and squad-based Al enemies wi 


awhile to punch through really cooperate with one another to 


Our preview build had us escorting 
Bajoran personnel ships through 
hostile territory and even defending 


against a Borg cube 
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During levels, there will be times when you 
can step up to a Howitzer .50 caliber twin 
machine gun and take over the controls. At 
this point, the game will shift into the first 
person, and you will be able to spin around 
and take out the Tan enemy fairly easil 
Some levels have even been based entirely 
on this concept, such as when you ride a 
boat down the river or (our favorite) 
when you're guarding the train you’re on 
against Tan attack. 


We've all seen the Army Men 

games — green and tan soldiers 

fight it out, and it’s all tongue in 
cheek, right? That’s what we thought, too, 
until we got a chance to check out the 


latest in the series, which looks like it has No, this isn’t Army Men: The Nam; it’s a level where you must sneak through the jungle dodging ¥ 
a lot more in common with Medal of Tan’s defenses. Bonus: you get to hop in a boat and raze the shore with a heavy machine gun 


Honor than the sunny little battle that @ PLAYSTATION 


used to take place in our backyards. 
In fact, the game starts of with a near- 
re-enactment of one of the most famous ® 
scenes in WWII history — the beach 
invasion at Normandy. As you guide your @ 
little green guy off the Higgins Boat, you 
are surrounded by hunched troops 
making their way across the beach, a giant 
firefight going on around you, and 


S2plOsIOlis ever were. its eimost surreal @ Publisher: 3D0 Mi Developer: 3D0 Mi Release Date: May 2000 M Origin: US 
to be in this kind of war situation with a 


green plastic man — and the first time you Saving Private Ryan goes plastic 


see an explosion launch several of your bombed-to-hell city. 

comrades in the air, you'll be looking at We applaud 3DO for taking this new 

jthe manual to see if there hasn't been approach to the series. If it can manage to 
some sort of mix-up. There hasn't: keep the authentic war feeling we've seen so 
despite the chaos, the ability to bayonet far, the company may actually forge some 
enemies, and the general WWII feel, the new ground by conveying the feel of WWII in 
game still sticks to the bloodless combat a game that’s a little lighter on the graphic 
premise of the franchise. In addition to violence. What connection this has to the 
Normandy, other levels shown involved toys of our youth at this point, we no longer 
the jungle, a train ride, and a war-torn, know. — Blake Fischer 


@ Explosions surround you as you hit the beachhead. Surprisingly, the 
feeling of “being there” is very strong despite the fact that everybody is 
made out of green or tan plastic 


@ This bombed-out shell of a city is evidently the stronghold for the 
Tan enemy — attack! 
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@ DREAMCAST, N64 


RUSH 2049 


eg 


@ Publisher: Midway ™ Developer: Atari Games M Release Date: TBA Mi Origin: US 
It’s forty-nine years into the future — and 
the freeways are still under construction 


Last year saw the release of San 
> Francisco Rush 2049, the latest 

entry in one of the most 
successful arcade racing franchises of all 
time. Combining a realistic driving model 
with winding, forking courses composed 


@ Without a doubt, the quickest route over 
Lombard Street is to go over Lombard Street 


of San Francisco streets enhanced with 
a healthy dose of arcade imagination, 
the series seems to exactly straddle that 
heavenly middle ground between over- 
the-top action and legitimate, 
sophisticated driving simulation. 

The task of bringing Rush 2049 home 
fell to a development team headed by 
the legendary Ed Logg, a twenty-year Atari 
veteran responsible for such games as 
Asteroids, Centipede, and the original 
Gauntlet, as well as the phenomenal N64 
port of the original San Francisco Rush. Ed 
and his team were kind enough to let us 
stop by for a look at their work in 
progress. 

The first thing you'll notice when 


Shortcuts lead you up through translucent 
skyways, sidelong through 360-degree 
vertical loops, or along subway tracks 


@ One sure way to smoke a friend on the stunt course is to create a 


connected string of aerial moves 


playing Rush 2049 is the way the cars 
handle. There are ten vehicles (plus 
several hidden), each with its own distinct 
feel and a definite sense of mass and heft 
rare in racing titles. When asked about 
this, Logg immediately credits the driving 
model, which is based upon the model 
first constructed for Hard Drivin’, which, 
in turn, was developed by people who 
actually worked for auto manufacturers 
and simply knew what made a car feel 
like a car Logg and his crew have also 
made several new enhancements for the 
home versions, such as factoring in the 
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@ Shortcuts can guide you through suspended, transparent tubeways, as well as boring underground tunnels 


THE RACE 
FOR ONLINE 
PLAY 


When asked about 
the possibility of 
racing against 
opponents over 
Sega’s planned 
Internet gaming 
network, a slight 
wince crosses Ed 
Logg’s face before he 
answers. “It’s 
something we’re 
talking to Sega 
about,” he explains, 
“but their net kits 
aren’t going out until 
the end of March, 
and our release date 
is early September.” 
This, combined with 
some reservations 
about how the 
browser integrates 
with the system OS, 
basically means you 
shouldn’t plan on 
going head to head 
with your buddy in 
Alaska. All is not 
lost, however. What 
they will do, Logg 
promises, is allow 
players to upload 
and download their 
ghost races, which 
the company will 
likely rank using 

a web-based 
leaderboard. 


wheelbase of each vehicle, so that wide- 
bodied vehicles like the pickup will land 
jumps with much more stability than a 
narrower, more compact car. 

The second thing you're likely to 
notice is the tracks, which ramble 
headlong through multiple layers of 
futuristic San Francisco streets, branching, 
rejoining, and launching the racer high 
into the air Each of the six courses (four 
from the arcade, two brand new) boasts 
a vast network of shortcuts that lead the 
player up through translucent skyways, 
sidelong through 360-degree vertical 
loops, or underground along subway 
tracks. Some tracks even feature 


@ Sometimes, being vaulted high into the air 
will uncover new pathways 


> 
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switches that unlock new paths or trigger 


additional obstacles. Every track can also 
be raced forward, backward, or mirrored, 
for extra replay value. 

As if their numerous enhancements 
from the arcade format weren't enough, 
Logg’s team has incorporated several 
additional modes of play: Circuit and 
Tag modes, four Tony Hawk-like stunt 
tracks — timed obstacle courses which 
combine various terrain challenges with 
the occasional giant mace — and Battle 
mode, which is a sparkling Twisted 
Metal variant with better physics, 
smarter weapons, and more class. 
There’s even a paint and body shop to 


@ Landing this stunt would have been easier if 
the chosen car had a wider wheelbase 


@ This beautiful scenery speeds by at a lush 
60fps on Dreamcast 


customize your exterior 

The Dreamcast and N64 versions will 
both support four players simultaneously, 
and though the Dreamcast version looks 
sigh-inducingly smooth (the final version 
will be stable at 60fps for one player, and 
won't dip below 30 unless four players 
are racing simultaneously), Logg is 
adamant his N64 conversions will share 
all of the Dreamcast version’s enhanced 
features. Indeed, except for the lower 
resolution and a slightly slower framerate, 
it will be nearly identical to the 
Dreamcast build. This may sound like 
wishful thinking, but if anyone can do it, 
Ed Logg’s team can. — Eric Bratcher 


@ Check out the motion-blur effect in the 
background during this pile-up. The original 
cartoon featured I! vehicles in all, and though 
they all had personality, only the Army Surplus 
Special had that special something — a really 
huge gun 


@ DREAMCAST, PLAYSTATION, PC 


WACKY RACES 


@ Publisher: Infogrames North America M@ Developer: Infogrames Sheffield House (DC), Appaloosa (PSX & PC) 
@ Release Date: Summer 2000 M Origin: England, Hungary 


Will this cartoon classic be as much fun 
to drive as it was to watch? 


In the golden age of cartoons, 
(back before they became 
educational), Hanna Barbera 
owned Saturday morning. Their vast legion 
of toons included a series called Wacky 
Races, a sort of Spy Vs. Spy on wheels in 
which arch-villain Dick Dastardly and his 
snickering sidekick Muttley schemed 
against a colorful gallery of opposing 


@ Between its ability to run right over small 
obstacles, and a power-up that enables it to 
fly, the Boulder-mobile can sometimes create 
its own shortcuts 
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racers, each of whom invariably spent 
twice as much time sabotaging opponents 
as they did racing. Now, Infogrames has 
decided to revive the series in what looks 
to be the most unique arcade racer we've 
seen in quite some time. 

Scheduled for release this summer, 
the game looks to retain its cartoon 
predecessor's crazy characters and win- 
by-whatever-ridiculous-means-necessary 
style. The contestants in Wacky Racers 
include a whole gang of Prohibition-era 
mobsters, a barefoot hillbilly with his pet 
bear riding shotgun, two club-wielding 
cavemen driving a boulder on wheels, 
and “The Red Max,” a Red Baron clone 
whose car looked like a WWII biplane. 
They will race over nine closed-circuit 
courses positively bristling with gadgets, 
weapons, obstacles, and booby traps as 
well as varied terrain, shortcuts, and 
jumps. Additionally, each vehicle will have 
different weapons and unique capabilities: 
some can crash through obstacles, some 
are lightning fast, and many will have at 
least limited flight capability. 


according to the terrain the shadow falls on 


Wacky Racers will feature several 
modes of play, from the Rally-esque Time 
Trial to an arcade-style free-for-all called 
Endurance, in which the last-place vehicle is 
eliminated every lap. All voices are 
authentic, and a new rendering technique 
called “realtime black-lining” will keep the 
game /ooking like its cartoon ancestor. If 
the developers can successfully capture the 
Zany action of the original show as well, 
this may be the racing game to beat this 
coming summer. — Eric Bratcher 


@ The Dreamcast version features shadows that warp realistically 


LAPRTIME 
O73 7189) 


MOKENS' 
Ss 


3 ‘i 
@ We don’t yet know 
if any of Hanna 
Barbera’s other 
characters make 
cameo appearances, 
but wouldn’t it be 
cool if this were 
Jellystone Park? 


@ PLAYSTATION2 


@ Subtle details, like the dull sheen of Bass’s leather pants, or this arena's 
reflective floor, are more evident thamever on PS2 


DEAD OR ALIVE 2 


™@ Publisher: Tecmo M Developer: Tecmo M Release Date: March 30, 2000 @ Origin: Japan 


More alive than ever on PlayStation2 


March 30 will have seen 
the Japanese release of a 
PlayStation2 conversion of 


Tecmo’s brawler Dead or Alive 2, thanks 
to the company’s Team Ninja, which 
ported the game from its arcade 
predecessor in a mere one-and-a-half 
months, virtually the blink of an eye in 
world of game development. 

When asked about this achievement, 
Tomonubu Itagaki, head of Team Ninja, is 
quick to credit his team. “Dead or Alive 2 
is written in assembly. We may have the 
best assembly programmers in Japan, 
maybe even the world. Everyone is telling 
you it is hard to work on the PS2... but 
we ported the game easily.” 


— e SSS 
@ There’s no such thing as a ring-out in DOA2, though we can’t imagine this fall not causing 
serious damage 


ll The female fighters have never been so 
lovely — or so deadly. Sure, they’re beautiful. 
They can also pummel you into oblivion 


So easily, in fact, that all of the elements 
that made the Dreamcast and arcade 
versions stand out have made a flawless, 
even beneficial, transition to PS2. “In fact, 


@ Compare this shot with a similar one in 
NG I1/99 and you'll see the PS2 version’s 
increase in detail 


nothing will change. The fighting engine and 
game modes are nearly perfect to me, so 
on these points the DC and PS2 versions 
will be the same. Graphics will be a little 
better on PlayStation2.” These words are 
borne out by the screens we've seen so 
far Every character, animation, and arena is 
there, often with even more glorious detail. 
One puzzling aspect remains: Tecmo’s 
decision to release DOA2 on the exact 
same day as Namco’s long-awaited Tekken 
Tag Tournament. “Don’t think we did that 
on purpose,” Itagaki assures us. “At one 
point, we thought we should help Namco 
in finishing TTT in order to avoid its release 
interfering with ours.” — Eric Bratcher 


TEKKEN TAG 
VS. DOA2 

Thus far, Namco’s 
Tekken franchise 

has proven more 
successful than Dead 
or Alive. When asked 
to compare DOA2 to 
TTT, Itagaki says, “Dead 
or Alive 2 certainly has 
better gameplay. It is 
a true 3D fighting 
game. | think Tekken’s 
superiority is its image 
— purely marketing 
and visual. This time, 
we devoted our 
attention to offering 
impressive visuals as 
well as technical 
achievement.” 

To this end, DOA2 
for PlayStation2 may 
contain graphical 
enhancements not 
even the arcade 
version offered: “The 
grass in Tekken Tag 
Tournament is quite 
well done on PS2,” 
Itagaki concludes. 

“'m thinking about 
including such features 
in Dead or Alive 2.” 


@ She'd win if it were 
a beauty contest, but 
could she beat King 
in a fight? 
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@ The game responds to your interaction 
with the environment. For instance, these 
attackers were drawn to the sound of a 
dumbwaiter we repaired 


@ An excellent auto-targeting system makes 
it easy to cap an enemy just as he enters your 
line of fire 


@ PLAYSTATION 


COVERT OPS: NUCLEAR 


@ Publisher: Activision Mi Developer: Sugar and Rockets MM Release Date: Summer 2000 @ Origin: Japan 


Think you can take Steven Seagal? Now’s your chance to fill his shoes 


Already available in Japan, 
Covert Ops is a third-person 
espionage adventure that takes 


its inspiration from action thrillers like 
Under Siege Il and Air Force One. A 
terrorist group has taken the French 
ambassador and his family hostage as 
they travel by rail from St. Petersburg to 
Paris. As the lone survivor of a UN 
Escort, you must rescue the ambassador 
and retake the train. 

Right from the get-go, the moving train 
creates a real sense of urgency. There are 


only so many directions you can go, and 
you will often find yourself staring at the 
only remaining door, thinking long and 
hard about what might be on the other 
side. Having said that, the inexplicably 
named “Blue Harvest” is not like any 
other train you've ever seen — it looks 
less like Amtrak and more like a strange, 
spacious crossbreed of Air Force One 
and Speed Racer's Mach 5. 

Covert Ops also benefits from 
interactive environments and intelligent 
enemies. Foes are more likely to 
respond to you if you manipulate your 
surroundings. Activate the dumbwaiter, 
and two soldiers will come running. Use 


@ Your first task is to 
make your way inside 
the train, picking off 
enemies while doing 
your best not to fall off, 
the edge yourself" 
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@ The pre-rendered interiors of the train are often narrow and 
confining, offering little room for evasive maneuvering 


Foes are much more likely to 
respond to you if you manipulate 
your surroundings 


the wrong keycard in a locked door, and 
you can bet someone will investigate. 
Your actions will also affect the actual 
story of the game, thanks to a branching 
storyline with eight separate endings. 

It looks as if the Japanese title of this 
game, Chase the Express, was somewhat 
prophetic. Fans of Syphon Filter and 
Metal Gear will undoubtedly be chasing 
this game down when it comes to the 
US this summer. — Eric Bratcher 


@ MCCABE 
@2' 


@ No! Not the ear! Not the ear! 


@ PLAYSTATION 


MIKE TYSON BOXING 


@ Publisher: Codemasters M Developer: Codemasters Mi Release Date: May 2000 Mi Origin: UK 


Iron Mike returns to the virtual ring 


Despite the fact that he’s got 
the most recognizable name in 
boxing, Mike Tyson has not 


@ When knocked down, you must tap 
buttons to the rhythm on the knockdown 
meter to get up before the ten count 


© MCCABE 
2a] 


Ko! 
9 


Mike Tyson first starred in the classic NES conversion of Punch Out — renamed, appropriately 
enough, Mike Tyson’s Punch Out. Coincidentally, he was the only real-life boxer in that game, as 
well, and you mostly battled opponents with comical names and personalities like Glass Joe, Piston 
Hurricane, and Bald Bull. Of course, after Tyson’s reputation became tarnished, family-friendly 
Nintendo took him out of subsequent revisions of the game. 


shown up in a whole lot of boxing 

games (two, including this one, to be 
exact.) With an apparent jinx on 32-bit 
re-creations of the sweet science, can 
Codemasters take Iron Mike to the top of 
the heap? 

Of course, doing this means the game 
has to play well, and that is where the 
developer has concentrated its effort. 
While the PlayStation-class visuals may 
not be as impressive as they once were, 
Next Generation went a few rounds 
with an early version of the game and 
found it to be quite playable. Essential to 
this was a wide array of punches (12 in 
all, which can be combined free-form 
into makeshift combos), blocks, bobs, 
and weaves, and the ability to move 
around the ring at will. The feel of 
pugilism was inherent, but the game felt 
a little on the slow side compared to 
more arcade-type efforts such as Ready 
2 Rumble. 

Strangely enough, Tyson is the only 
licensed boxer in the game; the other 89 


contestants are all fictional (only 24 are 
playable). Still, all three of the weight 
classes are well represented, and you can 
even take a fighter through the Career 
mode to sharpen him up a bit. 

On the multiplayer side, there’s your 
standard one-on-one fighting plus the 
ability to have up to eight players compete 
in an organized tournament. Of course, if 
you get that many people in the room, 
you'll need to be prepared for everybody's 
ear-biting jokes — trust us. — Blake Fischer 


@ While there are only 24 playable characters in the Career mode, 
(eight in each weight class) you will fight against 66 additional CPU- 
controlled opponents 
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@ Battling unnatural creatures is nearly a full-time job, and you can 
play from either first- or third-person perspective 


casera 


mPC 


OF MIGHT 


AND MAGIC 


@ Publisher: 3D0 MM Developer: New World Computing 


@ Release Date: @4 2000 M Origin: US 


Log online, go on a quest — without 
waiting in line for the fun to start 


The venerable Might and Magic 
ES series has taken its knocks 

recently — Might and Magic VII 
was a decent RPG, but it looked and 
played very old school (especially in the 
wake of the release of Baldur’s Gate), 
while the recent release of the lackluster 


Crusaders of Might and Magic (reviewed 
in NG 03/00) has further tarnished the 
name. New World, however, is hoping to 
reverse that trend with its latest spin-off, 
Legends of Might and Magic. 

In both approach and gameplay, it’s a 
game not quite like anything that’s come 


SO WHATS 
THE STORY? 
One odd thing about 
the Legends storyline 
is that, initially, it isn’t 
set in the M&M 
universe. The story 
begins when a king’s 
advisor, Zephram 
Dagrath, discovers an 
ancient artifact that 
transports him to 
another world. 
When you (as a 
prince) and your 
Party follow, you 
discover he’s 
become obsessed 
with finding another 
artifact, whose 
nature is unknown 
but which confers 
ultimate power. With 
the help of a 
mysterious shaman 
named Teldran, 
you're sent on 
Zephram’s trial — 
which just happens 
to lead to all the 
classic worlds of 
Might and Magic, like 
Xeen. 


before. Designed from the ground up as 
a multiplayer experience, Legends 
enables you to put together a virtual 
Party over the Internet, then go 
adventuring into a fully 3D landscape 
from a third-person perspective. Unlike 
massively multiplayer environments such 
as EverQuest, however, the party is 
limited to six adventurers, and the 


@ The game uses the Lithtech engine, which is equally adept at handling outdoor areas and highly 


intricate indoor ones 


adventure is confined to a single goal, 
which can be completed in a few 
hours’ time. 

The key to understanding Legends, in 
point of fact, is to think of the designers’ 
intention as bringing you the online 
equivalent of getting together for an 
afternoon of Dungeons and Dragons. 
This is distinctly different from other 


—~ 


@ To paraphrase a different sort of adventurer, 
“Shambling undead creatures ... why’d it have to 
be shambling undead creatures?” 


multiplayer games like EverQuest in that 
you don’t have to contend with hundreds 
of other individuals, player killers, nor the 
“day at Disney World” factor, in which you 
storm the castle to slay the dragon, only 
to find ten other people already there 
waiting for their turn. As in EverQuest, 
however, combat and spell casting take 
place in realtime, using the keyboard and 
mouse (a “paper doll” inventory screen is 
also available for RPG diehards). 

You'll be able to choose from six 
character classes (warrior, crusader, cleric, 
archer, druid, and sorceress), each of 
which is able to use a different mix of 
\2 different skills — although the skill list 
was still undergoing revisions at press 
time, they include things like melee 
combat and elemental magic. 

Once the characters have been 
created, there are 20 pre-made 
adventures with a range of goals, 
including such fantasy role-playing 
standbys as “you've heard from the 
villagers there’s a monster loose in the 
forest” and rescuing the princess, but also 
things like escorting a wagon through 
hostile territory, or a commando raid. 
There are roughly eight different general 
categories, and in some adventures these 
goals will be mixed and matched 
(rescuing the princess also requires killing 
the guy who's kidnapped her, for 
example). Characters gain experience as 
they battle monsters, and completed 
adventures confer bonus points that can 
be used to raise their skills. Higher-level 
adventures, naturally, only become 


Gs SS 
Spell casting is as easy as picking one and 
tapping the mouse button. There are six 
elemental spell classes, and a visible icon shows 
which kind of spell is being cast 
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Legends is the online equivalent of 
getting together for an afternoon of D&D 


Taw Ghradian Sra leva crane exhausted all 20 pre-made adventures, 
Legends has the ability to generate new 
ones at “random.” “Random,” because 
although the layout will always be 
different, there remain a certain number 
of “set pieces,” rooms or items which will 
be roughly the same every time they're 
encountered — that room containing the 
fountain with the switch at the bottom, 
for example, won't turn up in every 
@ Although this character stat sheet is mostly rangomy Sere Gied cungeory by on 
placeholder (check the “current quest”), it those occasions when it does, it will 
gives an idea of the flavor of the game and always be the same fountain. The 
the kinds of skills that will be available randomly generated adventures will also 
available to characters that have enough automatically tune themselves to the 
experience. experience levels of the characters taking 
Most interestingly, when you've part, so players won't be overwhelmed. 


i With a party limited to six players, 


@ The game includes many creatures and monsters from other Might 
and Magic games, but also several new ones 
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@ One thing you can say about adventuring in realtime 3D: when the 
monsters are big, you quickly find out just how big (the monster’s-eye- 
view shot, at left, doesn’t hurt either) 


There's also a single-player mode, of 
course, in which all 20 pre-made 
adventures are played in a certain order, 
loosely following a story. As your 
character progresses through these, you 
can save their status and then use them 
in multiplayer games. And, for those of 
you feeling less than cooperative, there 
will also be an Arena mode purely for 
monster combat, and several multiplayer 
Deathmatch modes as well. 

The developers at New World are 
using the Lithtech 2.0 game engine, and 
GameSpy 3D to match up players (in fact, 
Lithtech has incorporated GameSpy into 
its engine, making the combination 
seamless). Players can, of course, chat 
during adventures via the keyboard, but 
voice support is also currently planned 
— at least for players with low-latency 
connections. 

Even at this early stage of 
development, Legends of Might and 
Magic certainly seems to have quite a bit 
going for it. The game pulls on many 
classic M&M locations, creatures, and 
objects, and already contains quite a few 
clever traps and puzzles. The main issue 
facing the design team is, of course, 
tuning the gameplay so all six players can 
enjoy themselves. This is, in many ways, a 
new kind of game, and we're certainly 
hoping it will deliver | — Jeff Lundrigan 


@ PLAYSTATION2 


REISELIED 


@ Publisher: Konami ™ Developer: Konami M Release Date: July 2000 (Japan) M Origin: Japan 


Final Fantasy meets Beat Mania 


The greatest hope we have for inspiration to what are quickly becoming Beyond this, Director Atsushi 
=> PlayStation2 is that it will played-out gameplay paradigms. Reiselied  Horigami is reticent about many of the 
provoke developers to re-think looks to be one of the first of this new finer gameplay details, saying, “The player 
the way they approach game genres. breed with a fresh outlook on RPGs, a will have to discover by himself how the 
While many companies will be more different graphical style from the PS2 
than content to crank out brighter, norm, and just enough funky gameplay 
shinier versions of their 32-bit classics, ideas to make the game something 
the developers who will end up on top special. 
will be the ones that bring fresh new A unique game needs a unique 
protagonist, and in Reiselied you play a 
musician (complete with a magical guitar 
that advises him along the way) who has 
been summoned by a king to compose a 
song for his daughter. As the daughter is 
an unhappy soul, your sole wish is to 
write the song and be on your way. But 
it’s never that easy, is it? Soon enough, 
you've been drawn into the mysterious 


happenings of their island and are starting @ Even though you can only have three adventurers in your party at 
@ Combat will feature spectacular PS2 effects up a party to investigate the odd events. one time, there will be around ten characters to select from 
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WHATS 
INA 
NAME? 


So, what kind of 
significance is in the 
name Reiselie?? 
According to the 
director — absolutely 
none, Evidently the 
word, which is 
German, was chosen 
as the title to give the 
game more European 
feel to the Japanese 
audience. When we 
looked up the literal 
translation of the 
word, it means 
“Travel Song,” which 
sounds about right, 
though. 


1é. 


° 
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BRITE 


game is working.” The few things 
Horigami does reveal, though, give us 
many clues to how the final game will 
play. As concerns navigation, “You will be 
able to move freely on the map as in 
FFX, Zelda, or Mother,” he says. “The 
island is not very big, but its scale is 
perfect for the game.” Another important 
factor will be the passage of time. 
“According to the time,” says Hirogami, 
“different events — major and minor — 
will occur in the Reiselied world, at the 
same time. The player will have to 
choose, and he will be able to build his 


@ There’s no better place to hide a deadly 
weapon than in your musical instrument 
during the course of your journey 


& 


@ The hero’s guitar is actually a magical living being; it will offer you advice throughout the course of your journey 


own story according to his decision.” 
Although navigation is realtime, 

combat is turn-based. ‘There will be 

several different combinations for battle 


IXIA 


MP 


| 


as the party can be surrounded or 
surround the enemy,” says Hirogami. 
‘That will make a great difference.” There 
will be plenty of magic for you to wield 


9397 
O9tDims 


@ You will fight many monsters, ranging in size from very small all the way up to this dragon 
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as well, all based on the elemental forces. 


Everything has been deliberately kept 
simple as well so that players of all skills 
can have fun. 


One of the strangest challenges of 
the adventure is to spontaneously 
play music. ‘There will be a few music 
puzzles,” confides Hirogami. “For 
example, at a certain moment, the king 
will ask the hero to create a song for 
him, and the player will have to play. He 
will then judge you according to your 
performance.” For this reason, Reiselied 
is actually compatible with the Guitar 
Freaks controller (used for the rhythm 
action game of the same name). In Japan, 
where these games are very popular, this 


@ At some points in the game, you may be 
asked to play a song. Then, you can actually 
whip out the Guitar Freaks controller and 
improvise 


“Imagine you take the fighters from 
Tekken 3 and you use them in an RPG” 


will no doubt be a welcome addition; 
players who find all of these musical 
mini-games and perform well will be 
rewarded with rare items. While we still 
expect the mini-games to be in a US 
release, players will probably just have to 
use the dual shock. 

Of course, since this is on PS2, the 
world is amazing to run around in. “As 
you can see,” points out Hirogami, “we 
are able to display many houses and 
characters on the same screen, and 
everything is moving in realtime. Until 
now, it was unthinkable to put 10 
polygonal characters on the screen at 
once.” Think that’s impressive? Each of 
these characters ranges between 2,000- 
3,000 polys. “Imagine you take the 


- Atsushi Horigami 


fighters from Tekken 3 and you use them 
in an RPG,” says Hirogami by way of 
comparison, although his characters have 
their own unique look and feel. “People 
often tell me that Reiselied features 
figurines in motion,” Horigami says. "| 
found that cool — | don’t want my game 
to look too realistic.” 

So, while Square labors on FFX, and 
other companies are scrambling to put 
together a next-generation RPG, Konami 
looks like it will be on track to deliver an 
exciting new experience just months 
after launch. Let's hope that the musical 
theme and different feel don’t keep 
Konami from releasing this game in 
the States. 

— Christophe Kagotani and Blake Fischer 
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Milestones 


Next Generation’s monthly update on tomorrow’s games 


@ PSX 


TONY HAWK’S 
PRO SKATER 


ot 


. 
re le 4 


ay 
NOT 


@ The premier skateboarding franchise returns to its original platform 
for a second go-round. While the action should remain the same, each 
skater now has ten different skills, including lip balance and hang time. 
Expect the Hawk to soar on these half-pipes this fall 


a 


SPECIAL 


BS TAILSLIDE 


Every platform has some 
exciting titles coming this spring. 
Want to see more of 


PlayStation2? Check out the elegant 
beauty of Fantavision and the 
screenshots-don'’t-do-it-justice Jikkyou 
Soccer. Oh, yeah — a little game called 
Gran Turismo 2000 is in here, too. 
Vampire: The Masquerade for PC just 
keeps looking better and better Tony 
Hawk’s Pro Skater 2 is on its way to PSX, 
and N64 import enthusiasts can see how 
it all began with Biohazard Zero. Lastly, 
Dreamcast owners will catch a glimpse of 
two titles with undersea themes: Deep 
Fighter and Ecco The Dolphin. 
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Time Limit 
4 sec. 


Time Umit 


10 Sscc 


® ™@ Ridge Racer V may have been the talk of 
j PS2’s launch lineup, but Sony and developer 

T ine Limi t “a al Polyphony Digital are hungry to steal some of 
o that thunder with Gran Turismo 2000. Given 


1 | 7 ie ' the way in which the first two GTs flew off the 
ce c shelves, this game has the potential to pull a lot 


of unsure consumers off the PS2 fence and into 
the driver’s seat 


@PS2 


GRAN TURISMO 2000 
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Time Limit 


Time Lintit 


10fsec 


TIME 61°°55 
SCORE 00029406 


METALL HENGST 


@ Fresh from his triumphant return in Capcom’s Vs. series, Strider Hiryu makes another 
appearance on PSX. It’s been over ten years since Strider first debuted in arcades, so the arrival 
of this title is lhooong overdue. While it doesn’t break any new ground, this version retains the 
original’s unmistakable feel. Strider will make his way stateside in May 


HsRYU a) TIME Ge 20 RYU 
SCORE 900091501 LY — 


ENEMY 
TONG POO 
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mNG64 


BIOHAZARD ZERO 


@ While Capcom has not yet confirmed that 
this Resident Evil prequel will show up here in 
the States, we’re thinking it will, likely re-titled 
as Resident Evil Zero. The game stars Rebecca 
Chambers, whom players may remember as a 
supporting character in the original RE 


m@PC 


iscipline Summon Soul . 
uses Healing . 
christof uses discioline Blood Strenath . 


MAAS 


) @ Here’s another look at Nihilistic’s long-awaited bloodsucking title. With it’s incredible 
| storyteller features for multiplay and a great single player adventure we can’t wait for this game 
| to ship in late Q2 
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@ Activision and 
Neversoft are 
teaming to bring to 
life what continues 
to look like the 
definitive Spider-Man 
game. With moves 
that include a full 
complement of 
hand-to-hand 
combat techniques, 
wall-clinging 
animations, and 
about a half-dozen 
different uses for 
web fluid, the web- 
slinger may finally get 
the treatment he 
deserves. We'll find 
out this summer 


@ While this beautiful first-party game may ride the cutting edge of 
technology, its gameplay is heavily influenced by one of classic 
gaming’s golden oldies — Missile Command. A Japanese launch title, 
we truly hope this one makes it Stateside 


a, ‘I 
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me 

@ DREAMCAST 


ECCO THE DOLPHIN 


¢ \ ‘ 


@ In development at Appaloosa for release by Sega, this version of 
Ecco gets more beautiful each time we see it. Europeans will see 
this title by early summer, but a US date has yet to be announced 


@ ARCADE 


@ Sega’s new racer utilizes twin throttles, just 
like the “real” thing. It should hit Japanese 
arcades in April and marks the debut of the 
“Hikaru” board, which is even more powerful 


than Naomi 


m@PS2 


JIKIKYOU WORLD SOCCER 2000 


@ The first thing we noticed about this title was 
the full range of fluid animations each player 
displays. Developed and published by Konami, 
this game looks good and controls well 


@ DREAMCAST 


DEMOLITION RACER: NO EXIT 


Pre 
STAR FIRE 


& The Pitbull Syndicate (Test Drive 4, 5, & 6) have re-created Infogrames PlayStation wreck’em- 
racing title for a summer release date. This version sports |2 different tracks (two new for DC) 
and up to I6 cars will compete simultaneously 


@ The first Test Drive title to feature motorcycles will hit the scene full-throttle this summer, 
retaining the series’ philosophy of mixing real-world environments with licensed vehicles. Now’s 
your chance to grab that Harley, BMW, or Bimota you could never afford in real life and drive it 
like a rental — courtesy of our friends at Infogrames 
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mPC @ DREAMCAST 


GROUND CONTROL PEEP rnGerer 


@ Look for this undersea exploration-meets- 
dogfighting title from Ubi Soft and Criterion to 
wash up on US shores this summer, complete 
with Atlantis, giant jellyfish, and at least one 
mission in a freshwater fish tank 


@ Developer Massive Entertainment’s debut title looks to broaden 
the RTS market with an emphasis on action, an X-Files influenced 
story, and easy-to-pick-up gameplay that doesn’t sacrifice tactical 
depth. Sierra hopes to have it on shelves by late spring 


mPC mPS2 
DARK REIGN 2 GRADIUS Ill & Iv 
. . — : a 4 eae ee 


= 


@ Although Konami has bundled two of its classic side-scrolling 
shooters, Gradius Ill and Gradius IV, for Japan release on PS2, it is 
unlikely that these ageing shooters will make it to the US. Still, you 


_.. however, the import retrogamers will fall in love with them all over again 
should als: = ST GR i 5, 


gameplayawhen it 
comes out insecond 


quarter 
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This is it. 
The moment 
of truth. 


Does this prou 
black monolith live 
up to the promise? 


Over the next seven pages, we look at 
Sony’s new system inside and out, including 
reviews of Japan’s launch titles. Because it 
will likely be at least another six months 
before Sony brings the system to the US, 
the following hardware and software 
reviews are from an import perspective. 
Rest assured, we’ll be looking at the system 
and US launch library from a domestic 
perspective when that time arrives. 
Because we couldn’t trust this important 
task to any sole member of the Next Gen 
team, the project became a collaborative 
effort of the entire staff. We hope you’ve 
anticipated this as much as we have, so 
without further delay... 


PlayStation. 
me SELECT 
ANALC 


A) 


A 


Lehbat 


MEMORY CARD 


] j_ @ 
y ru ‘a Launch: March 4, 2000 (Japan); 
ae 2) - | eB &) [ | ) =) ie a\ yh October 2000 (US) 
7 J 7) | Origin: Japan 
RAM: 4MB VRAM embedded on chip 


Sales: 1,000,000+ (Japan) 
Retail price: ¥38,000 


Demonstrable Hardware Power 


PlayStation2 is clearly a superior system, as the hardware demos and games such as Dark 
Cloud (displayed at the PlayStation Festival) have shown. Unfortunately, the launch library is 
plagued by a lack of anti-aliasing and filtering, making edges look pixelated, and textures 
sometimes seem to swim. Insiders have assured us that these are software — not 
hardware — problems, and in fact Snowboard SuperX (see page 37) has 
already shown that to be true. Still, based on the launch lineup, it seems 
that PlayStation2 is proving as difficult to program for as feared, and 
all the power in the world means nothing if developers cannot 
tap into it. PlayStation2 software already looks better than 
Dreamcast software, sure, but not by the leaps and 
bounds Sony tried to lead us to expect. 
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TECH SPECS AT A GLANCE: 


CPU: 128-bit “Emotion Engine” @ 294.912MHz 
GPU: “Graphics Synthesizer” @ 147.456MHz 
RAM: 4MB VRAM embedded on chip 
DRAM: 32MB direct 
Drives: DVD-ROM (4X), 
CD-ROM (24X) 
DVD-movie compatibility 
Sound: Sound chip, 48 hardware channels, 
2MB audio RAM 
Interface: Two controller ports, 
two memory card slots, two USB ports, 
Llink (IEE1394) PCMCIA slot (type Ill) 


Current Software Library 


No one should ever judge a system by its Japanese launch software — remember Cosmic 
Race for PlayStation, or Godzilla for Dreamcast? That said, with only a few exceptions (Ridge 
Racer, basically), the initial lineup of Japanese software seems very weak. Briefly delayed 
titles such as Tekken Tag, Dark Cloud, and GT2000 will help, but if you’re considering 
importing a system, you may want to think again: By the time consistently good software 
comes out in Japan, the US system should be on shelves. As it stands now, there isn’t 
much to recommend in the Japanese library. 
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Future Software Prognosis 


Here’s where things get good: everyone, and we mean everyone (with the exception 

of Sega, Microsoft, and Nintendo), is developing for PlayStation2. Even if the system 
were no more powerful than Dreamcast, the sheer volume of development means 
that there is going to be incredible software on PlayStation2, even if the current 
Japanese library doesn’t bear that out yet. 
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Overall Future Prognosis 


PlayStation2 is here, and while it’s clearly an amazing system, it is not, out of the gate, the 
world-destroyer that Sony promised. Instead, much as we predicted, late-in-the-cycle first- 
generation Dreamcast software is more than competitive with the system. Will PlayStation2 
succeed? It’s almost impossible to conceive that it won't, especially given the software that we 
know is coming for the system, and its already-immense installed base in Japan. — The Next 
Generation staff 


NextGen 


Final score: «xkx*«x«% 


BOTTOM LINE: PlayStation2 is here, and it’s great. But it’s not so great that there isn’t room for other competitors. 


evisiding the classic 
One of the controversial features of PS2 
is its backwards compatibility with PSX 
software (not every game works). PS2 
can also enhance many of your old 
games by smoothing out the rough 
textures and improving load times. For 
example, Tenchu’s textures have been 
smoothed by PS2 (far right); compare 
this with how they look on the original 
PlayStation (right) 


Saad 
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Getting to know your PlayStation2 


Dual Shock 2 
While the second 
generation Dual 
\ Shock controller 
may feel a lot like 
the original, there 
are a few distinct 
differences. First, 
the buttons 
(except for Start 
and Select) are 
now semi- 
analog and 
allow games to 
differentiate 


x from 256 
- ——— a different levels of 
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PlayStation RY CARD 


GATE 


FR bit 
ANALOG 
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pressure. Also, 


—— 
a while it may 


seem trivial to 
some, the dual 
sticks are now a 
bit tighter than 
they were 
before. 


Memory Card 
Many games will take 
advantage of the larger 
capacity 8MB memory card 
that ships with the PS2. The 
card is also used to store 
information such as the 
drivers for DVD playback. 


a 


7 MineieGare pie 


MEMORY. CARD. MEMORY CARD.) 


I. Controller ports 
2. USB ports 


3. Firewire port 


4. Power/reset button 
5. Eject button 


6. PC card eject button 


7. PC card slots 
8. Cooling fan 
9. On/off 

10. Power cord 

Il. Digital out 

12. AV/multi out 
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Inside PlayStation2 — the motherboard 

I. Operating System (BIOS) 5. I/O processor 8. Emotion Engine 

2. SPU2 Sound processor 6. 2MB SDRAM 9. Graphics synthesizer 
3. 2MB Audio RAM 7.32MB RDRAM 10. PC card slot 


Heat sink 


Advanced technology, such as the PS2’s 
Emotion Engine, can generate a whole lot of 
heat. Luckily, this time around, Sony is 
prepared to keep the chips as cool as 
possible with this absolutely monstrous heat 
sink, which rests on top of the main board, 
and a fan to help blow hot air out the back 
of the system. The system hasn’t been out 
The 4X DVD drive features a front-loading tray and can read CDs long enough, so it’s hard to determine if 
approximately 12X faster than the PlayStation’s CD-ROM drive. Some PSX these measures are enough, but hopefully 
games can even take advantage of the new drive to decrease load times. the era of skipping PlayStation games is over. 


www.next-generation.com 05/00 NextGen 87 


119°8Uu2 


@ PublishersMamco M Developer: Namco 


Call it a “model” game — smooth, beautiful, is 
and fast, but not as deep as we hoped 


PGT AER AA 


in the Ridge Racer the overall presentation is top way to play the game. Previously, 

franchise, everything notch, but there’s no innovation Ridge Racer was only playable 

this game attempts it accomplishes _in design. Ridge Racer 5 is a with the digital controller 

very well — unfortunately, it just | stereotypical next-generation (analog was added to R4, but it 

doesn’t try to accomplish very launch title; it’s a fancier table was a little too twitchy), but 

much. It’s an awkward and tablecloth, but the food still | now, due to the sensitivity being 

experience: the visuals are tastes the same — in other tuned down a bit, analog feels 

simply stunning, the gameplay is words, a hi-res, 60fps R4 with a very natural. In fact, while many 

few play-balance tweaks. Next Generation staffers i Tons of graphical effects have|been 

f A sates, ‘1 = added such as smoke from squealing 

Still, a souped-up R¢4 is initially rejected the analog stick tires and sparks from where a car 

nothing to scoff at, and Namco’s_ _as a method of play, most have frame hits the road 

high-speed thrill ride is still the a . 

ele cing PS2 title on the Yeah, it’s fast and it’s really 

shelf. At its core, the experience pretty but it isn’t that different 


really relies on the rock solid from what you’ve played before 


@ As with most games as tight as it has ever been, and so that it is now the preferred 


55 START BUTTON - EXIT r “43 


60fps framerate to instill a sense 
of speed, and, man, does the Ja 
game move fast. If you thought 
the previous games required 
some ninja skills to beat, wait 
until you see this baby move. 
Sp ‘ S The easy levels in Ridge Racer 5 
C Oar, Pos are comparable to the other 
feewettee Ridge Racer games, and the hai 
ee ones are far tougher than 
anything you’re used to. This is 
partly due to the speed, and 
partly because the Al cars 
(damn them!) seem to be much 
better at cutting you off than 
they have been before. 
y 251 wt Luckily, the controls have 
in This sights 'aned Sotiris tay Be vex been tweaked to help you out. While many of the environments 
generation but the gameplay Is more First of all, and most importantly, oe Se en aha tf 
old school than anything else the analog stick has been tuned 
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exclusively switched over. 
Curiously enough, Ridge Racer 5 
also makes use of the analog 
buttons for the gas and brakes. 
While it seems like a nice idea, 
we found that jamming our 
fingers down on the gas for 
max speed was a bit tiresome, 
and we preferred the digital 
gas pedal. The main problem 
appeared to be the fact that 
it’s just too hard to distinguish 
different levels of acceleration 
with the tiny buttons on the 
controller. Perhaps this might 
get better with experience, 
but at first blush, it seemed 
more like a novelty. 

Of course, it is the game’s 
graphics that really shine. Each 
track is exquisitely detailed with 
trees, buildings, and other tiny 
details like cars that drive on 
overpasses overhead. 


behind the wheel 


7 


While rhythm games have yet 

to reach a high level of 
acceptance in the States, they 
continue to collect quarters by the 
bucketful in Japanese arcades. Thus, it 
seems only natural that Konami 
would bring DrumMania to PS2. 

The premise behind DrumMania 
couldn’t be simpler: the player 
is charged with banging 
out the drum part 
(or portions 
thereof) to 


@ While the 
DrumMania 
control pad may 
cost a pretty penny 
(around $70), if you 
want to feel like a real 
drummer, it’s the only 
way to go. Bonham 
lives! 
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@ The replay mode looks great and you 
can really see all of the fine details that 
went into the game. Unfortunately, 
replays are non-interactive. 


Norns 3 


Unfortunately, due to time 
constraints (we guess), Ridge 
Racer 5 really doesn’t feature 
anything new. Besides the fact 
that all of the tracks are really 
just variations on two or three 
designs (with different paths 
opening and closing), several of 
the areas featured have been in 


previous Ridge Racer games. In 
fact, Sunny Beach is simply the 


@ Only two camera modes are available for you to play from: behind the car and 


po DrumMmania 


@ Developer: Konami @ Publisher: Konami 


lial The truth is, you can beat it 


various songs as adeptly as possible. 
It’s easy to pick up, but nearly 
impossible to master. It’s also quite 
deep, thanks to the fact that each 
musical genre forces you to master 
different skills. The soulful ballad has 
a slow tempo, but requires lots of 
combination hits; punk songs tend to 
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@ There are five different circuits for you to beat — each with tougher challenges 


and progressively harder opponents 


track from the first Ridge Racer. 
While this helped us out 
immeasurably in the harder 
races (after taking out the black 
Lamborghini in RR/, we can do 
this track in our sleep), it hardly 
seems like the kind of thing we 
would want to shell out $400 for 
a new system to own — and 
that’s the real underlying 
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problem for the whole game. 
Yeah, it’s neat, it’s fast, and 

it’s really pretty, but it isn’t 
anything drastically different 
from what you’ve played before. 
Give it an evening or two, in 
fact, and you've seen pretty 
much all there is to see. But, 
for those nights, the ride will 

be one to remember. 


@ Not much to look at, but the beat goes on 


be lightning fast but a bit sloppy; and 
Big Beat tunes are all about keeping a 
quick, extremely precise rhythm. 
DrumMania’s biggest problem is a 
serious one — it’s the epitome of a 
niche title, and if you aren’t excited 
by the drumming, the game will 
quickly lose its appeal. Although it’s 
completely in English, the learning 
curve is steep (unless you happen to 
actually play drums), and though it’s 
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compatible with BeatMania’s drum 
kit controller, that novelty can’t carry 
the game. The music is tolerable, but 
not fantastic, and the only visual 
stimulus comes from a slide show 
that runs as you play each song. To 
be fair, this game is not about flashy 
effects, but there’s nothing here that 
couldn’t be done on any current 
system. In the future, we expect a lot 
more from PS2. 
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The Street Fighter EX series 

has always had its share of 
problems: the graphics have been 
blocky, the animation a little rough, and 
the backgrounds were just 2D stills. Still, 
the series prospered on PlayStation 
because it was tightly tuned and a 
whole heck of a lot of fun to play. Now, 
Street Fighter EX 3 is a good example 
of what happens when you remove a 
good deal of the fun from the usual 
formula — you're stuck with a game 
that is pretty hard to look at and not 


Street 


@ Publisher: Capcom @ Developer: Arika 


really worth your time to play. 

It’s not like the ideas weren't there, 
though, because there are some neat 
innovations in this game that could have 
been great. First of all, battles are now 
Tag Team so that you can pick two 
characters at the onset and switch 
between them at will in mid-fight. Also, 
the Original mode features different 
kinds of fighting as you work your way to 
Vega (M. Bison in the States) — | on 3, 2 
on 2, and even 2 on | (where you 
actually play two characters at once with 
one controller). The ever-popular 
training mode from the PlayStation 
games is back again too, but it has been 
enhanced with two characters that you 
can build from scratch by buying moves 
with points you earn in each training 
exercise (sadly, this means that training 
modes for all of the other characters 
in the game are no longer included). 
Of course, the four-player mode we 
talked about last issue might have 
been great had Sony shipped a 
multi-tap for PlayStation2. 

Unfortunately, all the ideas in the 
world can’t make up for lackluster 
gameplay, and it is here where EX3 is 
hurting — badly. Besides the control 
feeling a little sloppy, the worst problem 
by far is the inexcusable amount of 


NextGen kkoxrv" 


Fighter EX 


Arika stumbles with this title that ee live up to its own legacy 


@ While EX3 may feature a FER 
dose of PlayStation2 special effects, 
they slow the actual fighting down 
to a crawl when they get out of 
hand (which happens a lot more 
than it should) 


|] 
ee) 


@ In the single player mode you can choose to add defeated warriors to your 
partner list and then use them in the final fight against Vega 


slowdown that occurs during each fight. 
Evidently Arika thought that a lot of 
special effects were important — and 
trust us, there are explosions and swirling 
colors everywhere in this game — but it 
drags the game down to a crawl far too 
often and really damages the way the 
game feels. This may have been slightly 
more excusable had the graphics been 
top notch, but they're not. The blocky 
characters of the PlayStation games may 
be gone, but the new rounded characters 
don’t look much better — and their faces 
are actually kind of creepy. 

We'll give Arika the benefit of the 
doubt and say that there just wasn’t time 
to polish this game and make it good, but 
that doesn't affect the rating — or the 
serious issues that need to be fixed if this 
game is going to come over to the US. 
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e An intriguing synthesis of FMV 
and realtime action, Kessen 

is a deeply absorbing turn-based war 
simulation. Opening with a strong 
tutorial, gameplay in Kessen is very 
similar to the forthcoming PC game 
Shogun, but at its core it’s closer to 
the turn-based hex-playfields of 
Panzer General. Featuring constant 
segueing between FMV and scenes 
created by the game engine, you 
follow a storyline centered on the 
Tokugawa Shogunate. 

Based on the tactical warfare of 
the 17th century, efficient troop 
control and strategic movement are 
pivotal. Success demands careful 


@ Publisher: Koei Mi Developer: Koei 


The best samurai game you won’t understand 


manipulation of the various warrior 
types, each having distinct roles and 
attacks, as you pursue the objectives 
preset before each battle. Once 
you’ve given your troops their 
orders, the game switches from the 
overhead “map” screen to a 
zoomed-in view at ground level. 
Here, you’re treated to some very 
pretty realtime combat animations, 
calling into action some of PS2’s 
graphical finery — particle effects 
in particular. Some of the animation 
looks wooden, but the emphasis 
here was always on getting realistic 
“herding” Al for the troops’ horses 
rather than the individual 


combatants. And with the ability to 
jump between commanders at will 
and to get a soldier’s-eye-view of 
the fighting, Kessen does much to 
convey the scale, and confusion, of 
this kind of warfare. 

But this kind of game tends to 
be text-heavy, and Kessen is no 
exception. Along with the copious 
storytelling segments, there are 
frequent face-to-face tactical 
discussions that are subtitled. Unless 
you’re extremely proficient at 
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@ The map view isn’t special, but when 
it’s time to see the battles, expect to be 
impressed 


reading and understanding the 
Japanese language, we recommend 
that you wait for the US release of 
the game. It will all make a lot more 
sense. 


Bottom Line: A sophisticated and enjoyable simulation that bodes well for 


the genre on PS2. 


eternal Ring 


@ Publisher: From Software Mi Developer: From Software 


* It does look like it’s been around for a while... 


@ Eternal Ring is based on a 
promising concept: on a 
mission for the King, you must solve 
the mystery of a set of elemental 
rings scattered across the aptly 
named Island of No Return. 

Taking place in first-person view, 
all of the action that happens in 
Eternal Ring does so in realtime. This 
means that you'll be strafing and 
slicing polygonal enemies in a 3D 
environment — no holds barred. If 
this formula sounds familiar, it’s 
because it is. Developer From 
Software was also responsible for the 
similar titles King’s Field and Shadow 


Tower on PlayStation. The results are 
pretty similar as well: plod through 
dungeon, slash at enemies, look up 
and down, strafe left and right, exit 
dungeon to town — without the 
benefit of a run button. While this 
pattern may sound boring to those 
accustomed to more console-type 
RPGs with turn-based systems and 
third-person views, there is something 
to be said for using a little skill to 
outwit a highly mobile enemy. Add to 
this an intriguing elemental combo 
system in which you're able to fashion 
rings and spells and an internal clock 
that dictates day and night, and 


Eternal Ring does have some merit. 
Unfortunately, it’s a real drag. 
Rumored to be rushed for launch, 
the end product shows all the telltale 
signs of an unfinished game. Visually, 
Eternal Ring lacks any true showcase 
sheen, with enemies and 
environments simply being high- 
resolution texture models of their 
PlayStation equivalents. Characters in 
town are equally unimpressive, with 
very rough animations and a lack of 
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@ A clock in Eternal Ring helps time to 
pass from day to night... we wish it 
helped the gameplay in the same fashion 


expressive features. As a painfully 
obvious first-generation title, we 
don’t expect to see Eternal Ring on 
any US release charts for PS2, and 
perhaps it’s better that way. 


Bottom Line: Running King’s Field on Bleem! is a lot cheaper and produces 


approximately the same results. 


@ Japan’s fascination with music 
games continues as arcades 
are filled with rows of BeatMania and 
Dance Dance Revolution machines. 
Jaleco now attempts to cash in with 
a straightforward dancing game of its 
own for PlayStation2. 

As colored feet scroll past a 
certain point on the screen, you have 
to step on the appropriate area of 
the dance pad, using the correct 
foot. It sounds simple, but when the 
tempo increases, so does the 
difficulty. You don’t have to fork out 
the extra money for the dance pad, 
as the standard controller works — 


Selection 


@ Publisher: Jaleco ™ Developer: Jaleco 


Can’t dance? No problem 


but it’s just not as fun. 

Obviously, the music is important, 
and Stepping Selection delivers with 
a greater variety of songs than you 
could possibly imagine. From 
Ghostbusters and Neverending Story 
to Girls Just Want To Have Fun and 
Footloose, you'll find some classic 
American hits (some covered) along 
with some popular Japanese J-pop 
tracks, and even some contemporary 
dance hits. There’s really something 
here for everyone. 

The only real negative is the fact 
that most of videos that accompany 
the music either don’t showcase the 


actual bands or are severely edited 
in one form or another. It’s just not 


as fun dancing to a song when all you 


see on-screen are a bunch of 
random girls running around and 
trying to look cute. (Well, that’s OK 
sometimes.) To its benefit, Stepping 
Selection does feature a rather 
intuitive interface that can be 
navigated rather deftly through the 
dance pad. There’s also very little 
Japanese text to be found, so US 
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Bottom Line: 


@ Match your steps with the feet on 
the screen and you could dance as well 
as the pretty girl. Of course, if this is 
your dream then more power to you 


gamers will have no problem playing 
through the game as long as they 
have a good sense of rhythm and 
two nimble feet. 


If you spent the big bucks and bought an import PlayStation2, 


Stepping Selection is a fun alternative. Just don’t let the other guys see you. 
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Finals 


Although Dreamcast gets the scariest (and 
best) Resident Evil game yet, PlayStation 
shows it’s still got the goods 


@ During the course 
of the game, you will 
not only get to play 


brother Chris. 


items you leave 


While Claire and Chris will mainly have to fight off zombies, there are also plenty of other bio-engineered 


enemies to contend with 


@ Dreamcast 


Interestingly enough, 


as Claire, but also her 


behind as one can be 
found by the other 


Resident Evil: Code Veronica 


@ Publisher; Capcom Mi Developer: Capcom 


Oh, the horror! The evil just keeps getting better 


SN 


i 


™ The mobile camera allows for some 
clever cinematic moments 


No game on Dreamcast 
has been more 
anticipated than 


Capcom’s fourth installment in 
the Resident Evil series. With 
such massive hype preceding it, 
you’d think it would be hard for 
the game to live up to its own 
press. And perhaps, normally, 
that would be the case — unless 
the game is as truly amazing as 
Code Veronica actually is. 
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As Claire, the heroine from 
Resident Evil 2, you begin by 
continuing to search for your 
brother Chris (from the first RE) 
in Europe. Unfortunately, as 
shown in perhaps the most epic 
opening cut scene of all time, in 
the process you were captured 
by Umbrella Corporation 
soldiers and taken to Umbrella’s 
island prison far away from 
civilization. If this sounds like 


another chapter in a continuing 
soap opera, you’re partly right. 
Suffice it to say, if you haven’t 
been keeping up with the series, 
certain plot revelations (which 
we won't spoil here) may not 
make much sense. However, the 
brilliance of the storytelling is 
such that the game can also be 
played and enjoyed by 
newcomers (there’s even an 
easy mode to get them started). 


ENintendo 64 
Tony Hawk’s Pro Skate! 
Disney’s Tarzan. 


Nuclear Strike 6 
Xena: Talisman of Fate. 


Sim Theme Park. 
‘WWE Smackdown .. 


One of the newest things that Code Veronica forces you to do is examine 
everything in the inventory window. Most puzzles can be easily solved by looking 
under an item and finding a key attached to the bottom or spinning the briefcases 
to the front and opening the locks. Make sure you're always conscious of this as 
you play through the game and you'll have a much easier time. 


As Claire, you need to escape, 
and luckily, a strange man helps 
you out of your cell and you’re 
then free to explore the island. 
And even though you’re 
outnumbered 100-to-! by flesh- 
eating zombies and other 
aggressive, carnivorous beasts, 
your situation is far from 
hopeless because — naturally — 
you've got guns. Lots and lots 
of guns. 

Unlike RE3, however, ammo is 
limited, so you'll still need to 
avoid some fights with the 
undead instead of just taking 
them all head-on. Mood is still 
the king, though, and whether 
you’re armed or not, the 
oppressive nature of the game 
always keeps you on edge. 
Thankfully, the designers have 
finally done away with the 
constant barrage of things 
jumping out at you, and the plot 
is revealed in such a way that 
the ominous tension ultimately 


just builds and builds until you 
are crawling out of your skin 
(“Did that bodybag just move!?”). 
Visually, the game has taken a 
cinematography lesson from the 
Dino Crisis school of moving 
cameras, and now, an intelligent 
camera always seems to be in 
the right place at the right time. 
The best part is that since the 
game is on Dreamcast, the 
backgrounds still have the same 
amount of detail as their pre- 
rendered PlayStation cousins, 
and the overall effect is a simply 
staggering world of dark 
hallways and horrifically realized 
terrors. Combine these sights 
with the usual love-it-or-hate-it 
Resident Evil control scheme, 
and you have the closest thing 
anybody’s seen to a truly 
interactive movie. Further 
enhancing the atmosphere are 
plenty of quick, realtime 
cinematics that break up the 
gameplay and help portray the 


@ Sometimes it’s just better to avoid an enemy than to waste precious ammo 


v 


@ Search in every corner and explore every room. The most thorough searchers 
will be rewarded with more powerful weapons capable of felling even the biggest 


bad guys with one or two shots 


story in a more — dare we say it 
— John Woo fashion. And, as 
you know, John Woo is good, 
good stuff. 


The game is scary, action- 
packed, masterfully told, and 
beautifully realized. Have we 
also mentioned that it’s 
incredibly long? Don’t expect to 
blow through the game in just a 
couple of nights, because it feels 
like there’s more meat here than 
in all three previous games 
combined. Just when you think 
it’s winding to a close, it keeps 
going and going and going. Like 
any masterful story, it constantly 
teases you with fake climaxes 
and dénouements, which keeps 
the pacing fresh and the player 
gasping for breath. Even after 
you think you've finally 
completed the game with Claire, 
you pick up as her brother Chris, 
who is trying to track her down. 


ENextGen 


The Rating 
System 


Since we're living in a time 
when even average games 

are pretty good, we at 

Next Generation will continue 
to demand even better. Note 
that a three-star rating is a 
typical “good” game, so expect 
to see a lot of them. 


ke *&*® Revolutionary 
kkk: Excellent 
kkk: Good 
weer Fair 

wrk Bad 


e Denotes a review of a 
Japanese product 


<< 


We’ve pretty much covered 
all of the bases without revealing 
much of the game’s intricate 
storyline — that you’ll have to 
find out for yourself as you 
spend sleepless night after 
sleepless night delving deep into 
the depths of this masterpiece. 
Don’t be surprised, however, if 
after you beat the game, you 
find yourself going to bed with 
the lights on. © — Blake Fischer 


@ Even though the backgrounds are 
rendered in realtime (with moving 
cameras), they are still just as detailed 
as those in previous RE games 


Bottom Line: The best game yet for Dreamcast — in fact, one of 
the best games we’ve seen in the past couple of years. 
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Legacy of Kain: Soul Reaver 


@ Platform: Dreamcast 


@ Publisher: Eidos M Developer: Crystal Dynamics 


@ Expect to see lots of details 
here that you missed on 
PlayStation and PC 


Now this is the way to do a 
Dreamcast port. Eidos has taken 
the PlayStation/PC version of 
Kain and given it a wonderful 
graphics makeover. It runs at a 
solid 60fps in high res, and all of 
the character models and 
textures have been upgraded. 
The result is a visual treat, and 
you can finally see the effort that 
went into animating the 
characters, This is one of the 
best action/adventures yet on 
Dreamcast, and it shows off the 


system’s capabilities well 
However, Eidos elected not 

to change the actual game at all 

— it still has the weird, missing- 


Pieces ending of other versions. RINT 
Eidos says this was done so that ‘ 
Soul Reaver 2 will be the same i} 


on all platforms, and we can live 
with that. Unfortunately, while 
the port seemed like an ideal 
time to add an automap, Eidos 
didn't, so you still have to put up 
with a lot of backtracking and 
aimless wandering. 

Still, even if you own the 
PlayStation version, you may 
want to rent this anyway. As in 
its 32-bit brethren, the control 
is smooth and the camera is 
never a problem. One of the 
hallmarks of the game was its 
frequently breathtaking level 
architecture and art, and 
Dreamcast lets you see just how 
good it is. — Chris Charla 
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Chu Chu Rocket 


@ Platform: Dreamcast 


@ Publisher: Sega MM Developer: Sega/Sonic Team 


@ Gotta love them little 
vibrating mice 

Chu Chu Rocket turns out to be 
a tasty little action/puzzle game. 
It's easy to learn, offers dozens 
of variations, and you can play 
with multiple friends. 

The graphics are simple, but 
this doesn’t need anything fancy. 
It's played on a checkerboard 
grid, and the idea is to keep 
these little vibrating mice (the 
“Chu Chus” of the title) away 
from the big yellow cats and 
herd them safely into their 
getaway rocket. Both the mice 
and the cats walk in straight lines 
until they hit an obstacle, then 


FASTEST LAP 
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they turn right and keep going, 
and you can only change their 
direction by laying down arrows 
with the control pad. 

There are 75 puzzle boards, 
with several different goals and 
methods of play. The single- 
player mode starts with 
stationary mice and cats, and 
there are also variations played 
in realtime, in which you herd 
moving mice away from cats and 
deadly traps as quickly as you 
can. Up to four players can do 
this together, which makes a 
great party game. 

There's also a Versus mode, 
in which you herd mice into 
your rocket while keeping them 
out of your opponent's, and Chu 
Chu is the first game to enable 
play against other people over 
the Internet using the Dreamcast 
modem — there's a noticeable 
lag, but for this game at least, it’s 
not a problem. — Jeff Lundrigan 
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@ Dreamcast 


Industrial Spy: 
Operation Espionage 


@ Publish 


DETECT 
COMPUTE 
HACKING 

MECHANEGS 

UNL 


DISARN WRAPS 
LURING 


EVAS TOI 
DEFENSE 


ily 10m 


UFO Interactive Mi Developer: Hunex 


Mission Impossible meets Lemmings 


Oba 


@ Every agent has his or her own set of skills, which can be 
improved over time, although they can’t acquire new ones 


Ironically, the most 

disappointing thing 
about Industrial Spy is that 
there’s actually a very 
interesting and different 
gameplay dynamic 
underneath it all. You run a 
team of ten operatives, each 
with their own sets of skills, 
and take contracts on 
industrial espionage 
assignments (stealing 
information or technology, 
for example). You choose a 
team of three or four agents 
with appropriate skills, and 
send them into the field. 
You don’t control the agents 
directly; instead, you issue 
orders, and each of them 
can work independently 
according to behavior 
Parameters you set. 

Although a bit passive, 
this nevertheless has a 
certain innate appeal — it’s 
a bit like directing a high- 
tech caper movie like 
Mission: Impossible or The 
Thomas Crown Affair. More 
often than not, the missions 
don’t go as smoothly as 
planned, which requires 
quick thinking and a 
somewhat different set of 
puzzle-solving skills than 
usual in game. 

The problem is that this 
isn’t very well balanced, and 
the learning curve is very, 
very steep. After a quick 
“tutorial” mission, you’re 
basically cut adrift, and the 
nearly impenetrable manual 
doesn’t help much either. 


More often than not, success 
is a matter of trial and error, 
playing a mission over and 
over until you figure out the 
right sequence of events. 
Starting the wrong agent at 


5) or 
a ie Wie 


the wrong insertion point 
can mean quick failure, but 
almost as often you can 
nearly complete the 
assignment, only to close a 
door or flip a switch and 
unwittingly trap everyone in 
the wrong area of the 
building. Also, while every 
mission comes with a map 
of the layout, the maps are 
often confusing, and the 
agents’ pathfinding often 
makes odd choices getting 
from point A to point B. 
Industrial Spy isn’t bad, 
by any means. The graphics 
are good, and many of the 
characters are more fleshed 
out than they first appear. 
Mostly though, the game 
makes you look forward to 
1 Spy 2, when hopefully 
they’ve worked out all the 
kinks. — Jeff Lundrigan 
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@ Gameplay consists of directing agents to move from one area 
to another and using their skills effectively 
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If you thrive on challenge and have a high 


frustration threshold, you'll probably like it a lot. if not... 


Rayman 2 


@ Platform: 


@ Publisher: Ubi Soft M Developer: Ubi Soft 


@ Rayman 2 offers some of the 
slickest gameplay — and 
absolutely the prettiest 
graphics — of any platform 
game to date 

We reviewed the Nintendo 64 
version of this third-person 
platformer in NG 01/00, and as 
we said then, this is one very 
nice game indeed. The original 
Rayman never quite got the 
recognition it deserved, and 
hopefully this second installment 
will rectify that oversight. 

Simply put, Rayman 2 is 
terrific. The control is slick and 
intuitive, the level design is 
thoughtful and intelligent, and 
the difficulty ramps up just 
enough over time to keep things 


challenging without ever getting 
frustrating. 

Moreover, if the graphics in 
the N64 version were very pretty 
indeed, the Dreamcast version is 
just shy of jaw-dropping. There 
are times playing Rayman 2 
when you have to stop running 
around and take a long moment 
just to appreciate the scenery — 
it’s really that beautiful. This is 
arguably one of the best-looking 
games ever created, and that 
alone nearly makes it worth the 
purchase price. 

The only thing that keeps this 
from five stars is that there’s very 
little that's new or original in the 
gameplay, which, although it may 
take only the best ideas from the 
many platformers that have 
come before it, never really 
offers anything completely new. 
However, that also has the effect 
of making the game completely 
accessible, to gamers of any age 
or skill. — Jeff Lundrigan 
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Bottom Line: Just go out and buy it. You won't be disappointed. 
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ECW: Hardcore Revolution 


@ Platform: 


@ Publisher: Acclaim Mi Developer: Acclaim 


@ ECW: Hardcore Revolution is 
not extreme — heck, it’s not 
even remotely good 


The third rehash of the WWF 
Warzone/Attitude engine has 
landed on Dreamcast with no 
class and even less ambition. 
Dubbed ECW: Hardcore 
Revolution, the title is nothing 
more than a pathetic attempt 
to shoehorn an Extreme 
Championship Wrestling license 
into an existing engine and make 
a buck. For those of you who 
may not know, ECW is the 
smaller federation out of 
Philadelphia that was largely 
responsible for bringing 
hardcore wrestling to the 
mainstream and revealed 
wrestlers like Mick Foley and 
the Dudleys to the world. 


To see these guys trading 
armbars is the saddest thing in 
the world. There is nothing 
hardcore about this title — 
there's no way to grab a weapon 
unless you're playing an officially 
sanctioned “death match,” and 
the attempt at a barbed wire 
match just made us giggle. Sure, 
there are a ton of modes, but 
they're all boring, and throwing 
in the same tired grappling 
system we hated in Warzone 
and Attitude doesn't help. 

Already out on N64 and PSX, 
it’s amazing how much more 
insulting the game is when seen 
on Sega’s wonder machine. No 
attempt has been made to 
enhance it besides cleaning up 
the textures a bit. The wrestlers 
still look and move like 
emotionless drones, the 
commentators still constantly 
repeat themselves every two 
seconds, and the graphics are 
pathetic. This is the platform of 
Soul Calibur and Code Veronica; 
there's no excuse for a game to 
look this bad. — Daniel Erickson 
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Bottom Line: A blatant insult to the intelligence of wrestling 


fans and Dreamcast owners. 
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Nuclear Strike 64 


@ Platform: 


@ Although the Strike series 
is aging, Nuclear Strike looks 
great ported to Nintendo 64 


THQ has brought EA's venerable 
Strike series to N64 for the first 
time and has done a solid job 
porting it. You're part of Strike 
Team, an anti-terrorist unit on 
the trail of Colonel LeMonde, a 
bad guy with a nuclear weapon. 
The game's story is perfectly 


linear, but it’s compelling and 
complements the gameplay. 
Nuclear Strike is easily the 
best of the series. You control 
I5 different vehicles including an 
Apache helicopter, a Harrier, 
tanks, and hovercraft. Gameplay 
is mission based, and each level 
starts off with a clear objective. 
As you obtain new objectives, 
new priorities develop 
throughout each mission. 


@ Publisher: THQ @ Developer: Pacific Coast Power and Light 


Control is dead on. The N64 
controller is perfect for handling 
any of the craft in the game. 
Developer Pacific Coast Power 
and Light also did a great job 
with the graphics. The framerate 
is very high, and although the 
terrain is a bit blurry, enemy 
craft such as tanks — and even 
human characters like the 
friendly spy Naja — are all very 
distinct. — Rick Sanchez 
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Bottom Line: Small flaws keep this from being perfect — target 
colors on the map can be confusing, for example — but overall, 
Nuclear Strike is a solid action game with a lot of variety and great 


play mechanics. 


Disney’s Tarzan 


@ Platform: 


@ It’s totally non-innovative, 
but at least Disney’s Tarzan 
keeps the quality high and the 
challenge consistent 


With the N64 version of 
Tarzan, Disney Interactive takes 
a page from the Crash 
Bandicoot school of platform 
gaming and delivers a well 
made, if in no way innovative, 
movie license game. 


There’s no mine cart level, 
but everything else is here. The 
traditional side-scrolling platform 
levels all sport branching paths, 
fruit to pick up, vine swinging 
and coconut tossing galore. 
Just to mix things up a bit, 
there's also the “Tarzan running 
toward you” perspective. 
Gameplay itself is great fun, as 
all the levels are well designed 
and very challenging, even for 


@ Publisher: Disney Interactive M™ Developer: Eurocom Interactive 


expert players. 

The character animation is 
also striking. Obviously, the 
game's Tarzan isn't as detailed as 
the film’s, but his motion looks 
just like it came straight out of 
the movie. The sound effects 
are good, but the music may 
drive you insane. At best it 
sounds like the MIDI music that 
graced SNES; fortunately, you 
can turn it off — Rick Sanchez 
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Bottom Line: Disney Interactive borrowed the best platform 
gaming tricks and put them together in one package. While 
there’s nothing new or original in Disney’s Tarzan, it is still a 


decent game. 


Xena: Talisman of Fate 


@ Platform: 


@ Brawling babes and gods 
should be more interesting 


Fighting games haven't fared well 
on N64, and Xena: Talisman of 
Fate actually comes off looking 
better than it is only because its 
competition is so much worse. It 
offers eleven characters from 
the show, including Xena and gal 
pal Gabrielle, their arch enemies 
Callisto and Ares, and various 


others, along with an original 
boss. In fairness, the game's best 
feature is its character graphics, 
which accurately re-create how 
they're depicted on the show 
(or were at one time, anyway). 
Beyond the looks, however, 
there are problems. The controls 
are easy enough to pick up and 
generally serviceable, but aren't 
as snappy as they could be, and 
the selection of moves is tiny by 
modern fighting-game standards. 


@ Publisher: Titus M™ Developer: Saffire 


Also, while the four-player mode 
is something to applaud, the 
camera has real trouble keeping 
up. At times, characters slip 
completely off the screen. 

Lastly, it’s a cliché to say, 
“Fans of the show will like it,” 
and maybe that’s true. However, 
this uses character designs that 
are a couple of seasons old, and 
the brawling gameplay simply 
doesn't fit some of them at all 
(like, oh, Joxer). — Jeff Lundrigan 
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Bottom Line: Not a bad fighting game, hampered by sloppy 
mechanics, which uses its license either well or badly depending 


on your level of fandom. 
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@ Nintendo 64 


Tony 


Hawk’s 


Pro Skater 


@ Publisher: Activision Mi Developer: Edge of Reality 


Still just skating perfection 


1440 


BS BOARDSLIDES CROOKED GRIND 
580 K2 


1 The animation in the N64 build is substantially smoother 


than the PlayStation version 


S Is there anything left 
to say about Tony 


Hawk's Pro Skater? In NG 


11/99, the PlayStation 
version nollied, nosegrinded, 
and benihana’d its way to 
gathering five tapes, err, 
stars. Now it’s come to N64, 
its glory fully intact. 

Competition skate- 
boarding doesn’t come 
naturally to videogaming, at 
least in the beginning. When 
you first insert the cartridge, 
you'll likely wander around 
aimlessly, smacking into 
boxes and rails, falling down 
repeatedly, and eventually 
running out of time. You'll 
love the fantastic 
soundtrack, but you'll be 
bored and frustrated by 
the game. 

Then you'll land your first 
trick off the half-pipe, and 
nothing will ever be the 
same. 


If the game has a 
discernable flaw, it’s that 
the N64 controller button 
layout is far too cramped 
for the control scheme, 
making it just a little too 
difficult to string moves 
together. Also, except for 
the expected graphical 
improvements and an on- 
the-cart move list, the 
game is a virtual clone of 
the PlayStation version, 
featuring the exact same 
selection of skaters and 
levels, with nothing new 
thrown in for the N64 
owner. Luckily, this build 
retained the original’s great 
camerawork, and that 
intangible something that 
keeps you playing “one 
more game” until 4 a.m. 
You may not actually be 
Tony Hawk, but this game 
lets you see what it feels 
like. — Eric Bratcher 
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Bottom Line: A great translation that takes a mild 
performance hit from the N64 controller. Still, every N64 
owner should consider buying this one-of-a-kind title. 


> he Hi PlayStation Hl 


@ PlayStation 


Be 


PlayStation 


Eidetic 


Back with more head shots 


The original Syph6h Filter 
took us all a bit by surprise, 
coming pretty much out of 


=p 


nowhere, yet proving to be one of the 
best action/adventure titles of last 
year. The graphics engine was solid, 
the characters and story were well 
developed, and the action was spot- 


PuIVieS . 


on. So we're pleased to report that 
this sequel offers everything the 
original had, and more. 

Picking up almost exactly where 
the original left off, Syphon Filter 2 
finds Gabe Logan and Lian Xing being 
framed for crimes they didn’t commit. 
Worse, Lian has been infected with 


@ Lian Xing’s first mission is to sneak out 
of a secret base (after finding her clothes) 


Syphon Filter 2 


@ Publisher: SCEA @ Developer: 


the Syphon Filter virus, and is slowly 
ying. The story alternates between 
Gabe and Lian, and the range of 
different mission objectives is 
staggering as the plotline wanders the 
globe from the Rocky Mountains to 
deep inside a secret Russian gulag. The 
voice acting is mostly excellent, and 
the thankfully mature story grabs you 
from the beginning and doesn’t let go. 

Above everything else, this is just 
an incredibly well designed game, with 
puzzles so neatly integrated into the 
action that you don’t even realize 
most of them are puzzles. For 
example, Lian needs information from 
a Russian spy and chases him through 
Gorky Park. She needs him alive, 
which means stunning him with a 
taser, except he’s armed and will 
shoot her if she gets close. You get 
him by shooting out all the park lights, 
then using night vision goggles to 


@ The action is top notch, rewarding 
both frontal assaults and stealth 


you can do this because, during the 
chase, a few of his wild shots knock 
out some lights. Very nice. 

That doesn’t mean it’s all perfect. 
Thanks to the very high level of 
difficulty, you wind up playing through 
certain sections over and over, which 
does get frustrating and repetitive. 
And while some levels have plenty of 
continue points, too many of the later 
ones don’t seem to have nearly 


One other feature Syphon Filter 2 offers that the original didn’t is a two-player, split- 
screen Deathmatch mode. However, given that much of the gameplay during the 
action segments of the one-player game basically revolves around quickly snapping 


around a corner and lining up the perfect head shot (which kills instantly), it makes 
the multiplayer mode a bit unique, to say the least. These are not the free-for-all 
shooting sprees of a Quake, or even a GoldenEye. Instead, they’re a bit slower, but 
still very nerve-wracking and somewhat more intense. 


sneak up on him — and you know 


EXNextGen * kk ko 


Bottom Line: If you don’t mind a serious challenge, this game will 
reward your persistence with nail-biting action, excellent graphics, and a 
well told, memorable story. 


enough. — Jeff Lundrigan 
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Eagle One: Harrier Attack 


@ Platform: 


@ Publisher: Infogrames M@ Developer: Glass Ghost 


@ Fly the action-packed, thrill- 
a-minute skies 


In this latest arcade-style 
combat flight sim for 
PlayStation, Infogrames’ Eagle 
One: Harrier Attack delivers 
serious seat-of-your-pants flying 
action. After a terrorist 
organization detonates an 
electro-magnetic pulse over 
Hawaii, the president sends in 
an elite strike team to bring 
them down. 

Eagle One's strength is 
variety. There are five different 
craft to pilot, including a VIOL 


Harrier Jumpjet, an F16 Falcon, 
an Al0 Warthog, a Raven 
Stealth Jet, and a rescue 
helicopter. Each aircraft has 
unique strengths to apply to the 
25 different missions in the 
game, which range from ground- 
based strikes to air-to-air 
sorties. Eagle One manages to 
stay fresh from mission to 
mission, in part because of the 
number of craft you can fly, but 
also in part because the physics 
are just real enough to keep the 
game challenging. 

Explosions and smoke 
effects are used in abundance, 
and the framerate doesn't seem 
to falter no matter how many 
opponents are on screen at any 
given time. Multiplayer piloting 
is also available in split-screen 
cooperative or dogfight 
modes. — Rick Sanchez 
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Bottom Line: With Eagle One: Harrier Attack, Infogrames and 


Glass Ghost have developed a well-rounded action title that will keep 


you glued to your game pad, even if you’re not a flight-sim buff. 


Road Rash: Jailbreak 


@ Platform: 


@ Publisher: Electronic Arts Mi Developer: Electronic Arts 


@ Ugly, ugly graphics and two- 
year-old game design aren’t 
anyone’s sense of fun 


Road Rash: Jailbreak is one of 
those games that might have 
sold PlayStations when it first hit 
the market five years ago. 
However, technology has 
progressed, and racing titles like 
Gran Turismo have pushed the 
PlayStation far past what even 
the most cynical gamers thought 
possible. 

Unfortunately, jailbreak is a 
game stuck in yesteryear in 
almost every conceivable way. 
The graphics are grungy and 
pixelated, character animations 
are stilted, and, although the 


bikes handle well, actually 
managing to connect with an 
attack is another story 
completely. Enemies are cookie- 
cutter clones, and the tracks 
bear more than a striking 
similarity to one another despite 
cosmetic differences. The rules 
of collision are arbitrary: bikers 
can smash through a stop sign 
with impunity only to collide 
with a shrub as if it were a brick 
wall. The story is equally 
preposterous: how winning a 
series of races is going to 
facilitate breaking a gang leader 
out of prison is beyond us. 

The cooperative mode is 
creative (two players share a 
bike and sidecar and raise hell 
together), and this alone gives 
the title some tiny amount of 
merit, though just barely. If 
you're in the mood for console 
automotive combat, look to the 
original Twisted Metal or 
Vigilante 8. | — Doug Trueman 
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Bottom Line: The original 16-bit game is still the best. 
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@ PlayStation 


Rock the Rink 


@ Publisher: Electronic Arts Mi Developer: Electronic Arts 


When the ice is a-rockin’ 


TROOPER 


In the tradition of such 
over-the-top, go-for- 
broke action-sports games 
as NBA Jam and NFL Blitz, 
Rock the Rink gets rid of the 
referees, all penalties, every 
rule, and any semblance of 
sportsmanship. Instead, the 
idea is to skate like a 
madman and annihilate your 
opponent with a 
combination of flashy moves 
and raw aggression. 
And man, is this a blast. 
It isn’t just that the control 
is pretty smooth (it is), or 
that the graphics are clean 
(they are), or even that the 
action is fierce (hella fierce), 
but the whole package 
comes together beautifully. 
To begin with, although 
you can certainly go for 
such manic slap shots as the 
Tornado or the Windmill, or 
pummel opponents with 
spine-cracking body checks, 
underneath it all hums a 
perfectly tuned (if slightly 
stripped down) hockey 
game engine. This will feel 
very comfortable to any fan 
of EA Sports’ NHL series. 
But of course, it’s the 
body checks and wild action 
that are the real draw. As in 
Jam and Blitz, everything is 
geared towards keeping the 
pace as fast as possible. The 
teams are reduced to the 
jum number of players 


@ That's not a referee, that’s Tia, the “puck girl” 


to keep the essence of the 
sport: in this case, three plus 
a goalie. There are no periods 
and no time limits (you play 
to a set score), but there is an 
eight-second “shot clock” — 
hold onto the puck too long, 
and your players are sent 
sprawling to the ice. 

Body checks range from 
simply dumping an opponent 
on his face, to flipping him 
over your back, to slamming 
him through the glass. Plus 
there are “special moves” that 
resemble either particularly 


rough professional wrestling, 
or mild Mortal Kombat, take 
your pick. Fights break out 
with ridiculous ease 
(accompanied by “Pow” and 
“Biff” word balloons), and 
for a few seconds after a 
goal, the ice erupts in a 
free-for-all of players 
slamming into one another, 
And even the voiceover 
commentary is great, with a 
dry, if gleefully sadistic, 
delivery and a seemingly 
endless string of one-liners. 
Good stuff. — Jeff Lundrigan 
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Bottom Line: One of the rare “extreme” sports parodies that 
offers as much depth as laughs. 


@ PlayStation 


Alundra 2 


@ Publisher: Acti 


ision Mi Developer: Matrix 


It’s the game for everyone who thought Zelda 
64 lacked humor or characte 


@ The graphics are delicious, the control is responsive, and the story moves right along. Add in some 
well-designed action puzzles, and you've got a winner 


he original Alundra 

was a big, beautiful 
RPG from Matrix, a company 
known for making 
Landstalker for Genesis and 
Dark Savior for Saturn. If 
you're familiar with these 
earlier titles, you'll feel right 
at home in the world of 
Alundra 2, which brings 
Matrix’s famous puzzle- 
oriented, action-RPG game 
mechanics into full 3D. 

While some purists 
might complain about the 
move to 3D, there’s really 
no reason to. The graphics 
are as lush and lovely as you 
could possibly ask for on 
PlayStation, and the fully 
rotateable camera means 
it’s very rare you're left 
without at least one useful 
viewpoint. The characters 
are nicely realized, if a little 
broad and cartoonish. 

The structure, in fact, is 
very much like Zelda 64, 
with the main hero, Flint, 
running, jumping, and 
fighting his way through 
various woods and 
dungeons, jumping on 
switches to open doors or 
get elevators moving. The 


one annoying factor is that 
some obstacles can only be 
overcome after gaining 
certain powers or special 
items, so there is a certain 
amount of backtracking 
involved purely to open that 
one chest in an already 
explored area that was 
inaccessible the first time you 
passed through, 


Still, there’s a fair 
amount of variety to the 
gameplay, with platform 
challenges broken up by 
boss fights, puzzles and 
mini-games (there’s even a 
mine cart level — really). If 
the game itself is fairly 
linear, at least that keeps 
the story moving along at a 
brisk pace. — Jeff Lundrigan 


@ There’s even a musical number — ya gotta love that 
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Bottom Line: A pretty standard RPG story gussied up with 


A, 
W 


well-designed action puzzles, terrific graphics, and a huge 


world. Very nice. 


Sim Theme Park 


@ Platform: 


@ Publisher: Bullfrog ™ Developer: Electronic Arts 


All conversions are not 
created equal. Need proof? 
Take a look at Sim Theme Park 


Sim Theme Park is a PlayStation 
conversion of a PC title that 
would be a huge success if it 
weren't for the vast difference in 
computing power between 
modern PCs and the five-year- 
old PlayStation. 

You begin with a plot of land 
and a dream — to build the 
ultimate amusement park. You 
control a wide array of variables: 
whom to hire and train, what 
attractions to build, the price 
and quality of the concessions, 
odds of winning at the game 
booths, even the speed and 
duration of the rides. If you do 


well enough (or borrow enough 
money), you'll get to design, 
build, and even ride every 
theme park’s piece de 
resistance, the roller coaster. 
The problem is that while 
these variables add realism to 
the simulation, the vast amount 
of number crunching simply 
crushes the Playstation. Tracking 
the activities of countless little 
virtual kiddies as they eat, ride, 
spend, and relieve themselves 
around the park, then animating 
all this activity, slows gameplay 
to a crawl and the framerate 
sputters to what has to be 
single digits. Graphics that were 
breathtaking on PC turn out to 
be muddy or pixelated on PSX. 
Some of the problems could 
have been alleviated by 
simplifying things a bit (do we 
really need 100 degrees of 
variability for how much salt is 
on the fries?), because while it’s 
still a fun game, it just overloads 
the system. — Eric Bratcher 
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Bottom Line: Although there's nothing else like it on PlayStation, 
this sluggish, homely, offline version of a great PC title would have 
been much better suited for the next-generation systems. 


WWF Smackdown 


@ Platform: 


@ Publisher: THQ @ Developer: Yuke’s 


ft 
EY Boyz 


> : 
1 Smackdown neatly captures 
not only wrestling matches, but 
the joys of a wrestling career 


The most anticipated wrestling 
game in PlayStation history, 
WWF Smackdown takes the 
out-of-the-ring formula that 
WCW Mayhem attempted and 
does it right. Matches range over 
the entire arena, and each area 
has its own unique features, 
weapons, and atmosphere. It’s 
really a new experience fighting 
in, for example, the boiler room 
or the kitchen. 

Characters perform moves 
with simple button combinations 
that give the game a fast, arcade 


feel, reflecting the WWF's actual 
Pacing. However, this is also the 
game's one weak point — the 
arcade-like quality makes it seem 
shallow. There are fewer moves 
than WrestleMania 2000 and the 
create-a-wrestler mode is awful. 
Luckily, other modes make 
up for the lack of depth in the 
grappling system. Referee mode 
allows a third player to be the 
ref and call the match as 
honestly (or not) as they wish, 
and the “I quit!” mode actually 
has the wrestler grab the mike 
and stick it in his foe’s face so 
the world hears him surrender 
It's Smackdowr's season 
mode, however, that is its best 
feature. You can take part in 
stories (through in-engine cut 
scenes) and build a character up 
with points earned as you play. 
This addition of role-playing 
elements adds even more life to 
a fine game. — Daniel Erickson 
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Bottom Line: While not quite in the same realm as 
WrestleMania 2000, this is the best PSX wrestler to date. 
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@Nox boasts some painstaking graphics and a flair for visual effects, but that never 
overshadows its other virtues. 


™@ The comparison to Diablo is inevitable, but Nox fills out that mold very well 


One major difference between Nox and Diablo that’s likely to draw some heat is the 
movement scheme. While most games with an isometric view let you just click on 
your character’s destination and forget about it, Nox requires you to manually lead 
your character around the screen. While this avoids potential pathfinding problems 
and enables you to run down a fleeing foe with beautiful efficiency, it lends itself less 
well to defensive maneuvering, making it difficult to connect on attacks while 
running away. We love the control, but it takes a little getting used to. 
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@ Publisher: Electronic Arts ™ Developer: Westwood Studios 


It only takes a few hard ones 


Nox is not Diablo. Granted, 

they look like identical 

twins separated at birth, 
but when you get into the actual 
game, there are major differences. 
The refreshing part is, while 
derivative, Nox compares quite well. 

For example, look at the single- 

player story — there actually is one. 
While Diablo was basically an 
isometric dungeon crawl, Nox relates 
an engaging, humorous tale not unlike 
one of Piers Anthony’s Phase novels 
as read by Bruce Campbell. Each of 
the three character classes (the 
Warrior, the trap-laying Wizard, and 
the monster-charming Conjurer) 
takes a unique path through the 
game, which lends it considerable 
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replay value (although the dungeons 
are not mapped randomly). Secondly, 
Nox’s environments are more 
interactive than Diablo’s, enabling you 
to do nifty things like douse fires with 
barrels of water, or search under 
virtually every item in a room. 

Nox’s multiplayer game steps 
completely away from any 
comparisons to Diablo, practically 
daring players to liken it instead to a 
first-person shooter. Game modes like 
Arena (deathmatch), Capture the 
Flag, Elimination, Flag Ball, and even 
the creative King of the Realm, in 
which you can only score if a team 
member wears the crown, will all be 
immediately accessible to first-person 
pros. — Eric Bratcher 


Bottom Line: Nox will have a difficult time avoiding the dismissal, 
“Diablo wannabe” (especially with Diablo Il looming on the horizon), but 
those who try it will find a solid game that can stand on its own merits. 


mPC 


Invictus 


@ Publisher: Interplay 


@ Developer: Quicksilver Software, Inc. 


Gorgons and harpies and 


bears ... oh my! 


Invictus is a party- 

based, isometric 
realtime strategy game with 
elements of Diablo thrown in. 
The problem is that it too 
closely resembles one of the 
mythical characters it 
features — Achilles, the guy 
with the heel. 

The concept of Invictus is 
captivating. The game takes 
place in the universe of 
ancient Greek mythology, 
where Athena has picked you 
(no pressure there) to settle 
a bet and prove mankind’s 
worth to Poseidon. You 
choose your heroes from a 
selection of legendary 
warriors including Orion, 
Arachne, and Hercules. Then, 
you fill out your squad with 
fantastic units like minotaurs, 
hydras, skeletons, and 
swordsmen. Finally, you guide 
your team through a series of 
realtime scenarios, mostly 


Come 


consisting of battle and 
exploration with the 
occasional puzzle or mission 
of diplomacy thrown in. 
This lays the groundwork 
for an incredible game, 
which is (unfortunately) 
crippled by poor Al and 
absolutely horrible 
Pathfinding. Units constantly 
get stuck in passages wide 
enough to drive a half-track 
through, and completely 
lack the sense to maneuver 
around one another. Units 
also frequently disregard 
their aggression settings, 
instead charging off on their 
own, repeatedly attacking 
someone they are supposed 
to be guarding, or standing 
dazedly by as their 
comrades get slaughtered. 
These weaknesses alone 
frequently turn a wonderful 
concept into a lesson in 
frustration. — Eric Bratcher 
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Bottom Line: This is a brilliant idea for a game, but until 
the characters learn to walk and follow orders, don’t buy 
into this myth. 


Break Neck 


@ Platform: 


Break Neck is an aptly named 
racing title that tries to be all 
things to all gamers. The 
developers at Synetic have 
crammed almost every gimmick 
imaginable onto a single disc. 
You can choose to compete in 
time trials, blow other players 
sky high with scores of 
weapons, chase each other in a 
fox-and-hound mode, or race 
against seven CPU-controlled 
cars. There’s also even a 
complex RPG mode where you 
buy, rent, and repair the 
appropriate vehicles and even 
sign sponsorship agreements 
and racing contracts. 

Once you've decided where 
and when you're going to race, 
you've also got a panoply of 


vehicles: classic cars, Formula-| 
racers, monster trucks, big rigs, 
school buses, sports cars, and 
even 250cc superkarts. Gamers 
who aren't interested in the 
RPG aspects can load the 
Arcade mode and hit any of the 
tracks in seconds. 

With all these options, you 
might suspect that Synetic was 
spread so thin on the various 
modes that gameplay would 
suffer as a result, but this is not 
the case. The tracks absolutely 
scream by, the vehicles handle 
appropriately, and the Al drivers 
will go out of their way to 


@ Publisher: SouthPeak Interactive li Developer: Synetic - The Fun Factory 


aT ae e) 


ach 


@ Beautiful graphics and 

a wicked sense of speed 
drive Break Neck past the 
competition 


prevent you from passing. 
Multiplayer modes are available 
over LAN and modem, just in 
case you tire of leaving the Al in 
the dust. — Doug Trueman 
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Bottom Line: A surprisingly well made and full-featured racer. 


Boarder Zone 


@ Platform: 


Snowboarding games have been 
given a bum rap lately, and for 
good reason. They seem to all 
defy decent gameplay regardless 
of which system they appear on. 
So how does Housemarque’s 
latest title fare? Well, like a 
boarder who came out of a 360 
a little too early and caught an 
edge, the developers fell just 
short of landing a big one. 
There’s a moderate collection 
of tricks and tracks that can be 
done on the three virtual hills: 
time trials, races, air competitions, 
and half-pipe courses are all 
present. The graphics are 
gorgeous: you can choose from 
broad daylight, snowfall, sunset, 
and night-time settings. Glowing 
flares even illuminate the 
landscape if you don't have the 


course memorized. 
Unfortunately, a trio of minor 
annoyances mars the title: a 
sketchy physics engine, loose 
control, and brutal Al. Even the 
slightest contact with a rock will 
send you crashing down the hill, 
and it’s possible to become so 
mired against a tree or caught in a 
gully that restarting is the only 
solution. The steering is tight for 
the most part, but the jumping 
and trick scheme is counter- 
intuitive. Pressing the jump button 
transforms all basic controller 
movements into commands for a 
mid-air trick, even before leaving 


the ground, Not surprisingly, simple another star 


@ Publisher: Infogrames Developer: Housemarque 


@ Get used to being in last place 


tricks like a nose grab can be 
accidentally interpreted as a 
desire to tuck or vice-versa. The 
Al is too hard even on the easy 
hills — fall once and all is lost. It's 
a shame, really; if Housemarque 
had spent more time tweaking 
this, it would have easily earned 
— Doug Trueman 


EiNextGen xk kokoro 


Bottom Line: A strong title, but not what it could have been. 


Blaze & Blade 


@ Platform: 


Ugh. The only decent part of 
Blaze & Blade is the initial 
character creation process, 
which is nicely comprehensive 
even down to choosing a 
character’s mode of speech 
(friendly, impulsive, etc.). 
Unfortunately, then you have 
to start “playing” the “game,” a 
horrible mess of a real-time RPG 
that shoves even the worst 
bargain-bin title out of last place. 
This is a Japanese PlayStation title 
ported to PC, and even with 
hardware acceleration (snicker) 
it looks like an isometric Genesis 
game, not a PC title. There’s no 
A\ at all. Your party follows you 
single file, and since magic users 
default to hand-to-hand rather 
than magic (a problem made 


@ Publisher: THQ M Developer: T&E Soft 


worse by a crippled spell-casting 
interface), combat consists of 
you trying to loop around an 
enemy so somebody, anybody, 
actually takes a swing at them. 
On top of this, the game 
requires you to manually pick up 
experience points before they 
evaporate. You have to exit the 
game and sell items from one 
character to another because 
you can’t simply trade. Unlike 
any other PC game, you can only 
save at designated save points. 
And would you believe the 
escape key is actually assigned a 


@ The environments look as 


if they were done using a 
256-color palette 


function (jump)? 

This would have been a 
pathetic PlayStation title even at 
launch. What the hell is it doing 
here for PC? = — Eric Bratcher 


EXNextGen xivivrrir 


Bottom Line: This is crap in a box. If you get this “game” as 
a gift, throw it away — even Goodwill probably won't take it. 
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ESGamer's Guide 


Take a minute to appreciate just how many 
games have come out in the last three years 


Welcome to the Gamer’s Guide, your time, and cull out older stuff. Which older bet, no matter how old they get. (Although it 
> insanely popular resource to what’s stuff? Well, mostly bad PC games, but a few is worth taking note of which issue it was 
worth buying and what’s not even worth a first-generation console titles, too. We leave in _ reviewed in, since time and technology march 
glance, Each month, we update the list with just about every title that ever got ** ke on, and a game that scored **** a couple 
every game we've reviewed since the last though, since they're almost always a good of years ago might only score *** today.) 
title ublisher rati # ‘Hot Wheels: Turbo Racing Bectronic Arts ke 11/99 Biasto SCEA +e a 
Hydro Thunder 64 Midway hee 03/00 Bloody Roar SCEA Saeed 4l 
Dreamcast inthe Zone 2000 Konami + 0200 ‘Bloody Roar 2 SCEA wee 56 
Armada Metro3D ee 02/00 International Superstar Soccer Konami eee 2 Bomberman Fantasy Racing Atlus ik 52 
Blue Stinger Activision ake 199 International Superstar Soccer 98 Konami ee “4 Boombots ‘Southpeak interactive * 01/00 
Carrier Jaleco tee 04100 Jet Force Gemini Nintendo he 11/99 Brave Fencer Musashi ‘Square Electronic Arts eee a 
Centipede Hasbro ee 02/00 Ken Griffey Jr's Slugfest Nintendo ee 56 Breath of Fire ll Capcom a eead 4 
Chefs Luv Shack Acclaim +e 02/00 Lego Racers Lego Media ee 01/00 Brunswick Circuit Pro Bowling THQ Sein 48 
Crazy Taxi Sega Seated 04/00 Mace: The Dark Age Midway ae 7 Bug Riders GT interactive ee 37 
Dead or Alive 2 Tecmo eeeee 04/00 Madden 64 Electronic Arts aad 7 Bushido Blade Sony ee ely 
Dynamite Deka 2 ‘Sega (Japan) Sided 09/99 Mario Party 2 Nintendo: he 04/00 Bushido Blade 2 Square EA the “a 
Evolution UBISoR ee 01/00 Mario Kart 64 Nintendo: ee 30 Bust-A-Groove 989 Studios tok 50 
Expendable Rage (Japan) * 09/99 Mike Piazza’s Strike Zone GT interactive * “4 Bust-a-Move Enix ote 4 
FI World Grand Prix Video System eee 03/00 Mission: Impossible Ocean ie “4 Bust-a-Move 2 Enix ie bs 
Fighting Force 2 Eidos aaa 03/00 ‘Monaco GP: Racing Simulation 2 Ubi Soft ee 38 ‘Cardinal SYN SCEA Aad 4a 
Flag to Flag CART Racing Sega eek 10/99 Monster Truck Madness 64 Rockstar * 1/99 Carnage Heart SCEA ek 28 
Frame Gride From Software (japan) Rhee 10/99 Mortal Kombat 4 Midway ee 44 Castlevania: Symphony of the Night Konami wk 36 
House of the Dead 2 Sega oe 09/99 ‘Multi Racing Championship Ocean tee 3B Castrol Honda Superbike Racing _Electronic Arts te 09199 
Hydro Thunder Midway ke 10/99 Mystical Ninja Konami he 4s Centipede Hasbro/Atari wee 09/99 
King of Fighters SNK (japan) ae 11/99 NBA Hangtime ‘Wiliams + 29 Championship Motocross. THO Seed 10/99 
Monaco GP Ubi Soft ae 11199 NBA In the Zone 64 Konami * 4 Chocobo's Dungeon 2 Square tk 02/00 
Mortal Kombat Gold Midway ae 10199 NBA Showtime: NBA. on NBC Midway ee 01/00 Chocobo Racing Square EA ae 1099 
NFL Blitz 2000 Midway wee 1/99 NHL Breakaway 99 Acclaim aad 50 Circutt Breakers Mindscape ee 45 
Pen Pen TriiceLon Infogrames: Lied 1299 Nightmare Creatures Actiision ee 50 ‘Civilization it Activision we 3 
Plasma Sword Capcom + 03/00 Olympic Hockey ‘98 Midway * 4 ‘Clock Tower Ascil ett 37 
Power Stone Capcom eee 09/99 PilotWings 64 Nintendo: wee 2 Codename Tenka Psygnosis Rial 2B 
Psychic Force 2012 Acclaim * 01/00 OBC 64 Acclaim tee 37 ‘Colony Wars Paygnosis wee 38 
‘Quarterback Club 2000 Acclaim * 03/00 ‘Quake Activision Sead 1099 Colony Wars: Red Sun Psygnosis teh 04/00 
Ready 2 Rumble Midway eke 199 Quake 64 Midway ee 4a Contender ‘SCEA * $2 
Re-Volt Acclaim Sslelalel 03/00 Quest 64 THQ tee 43 Cool Boarders 4 989 Studios +e 01/00 
Rippin’ Riders Sega ake 01/00 Rainbow Six Red Storm Ent. ee 1299 Courier Crisis GT interactive * v7 
‘Sega Bass Fishing Sega Sdohehell 09/99 Rampage World Tour Midway a 4) Crash 2: Cortex Strikes Back SCEA ott 7 
Sega Rally 2 Sega he 01/00 Rayman 2 UBISof ke 01/00 ‘Crash Bandicoot: Warped ‘SCEA te "9 
Sega Sports NBA 2K Sega te 01/00 Ready 2 Rumble Boxing Midway ee 01/00 Crash Team Racing SCEA wee 01/00 
‘Sega Sports NFL 2K Sega te 10/99 Resident Evil 2 Capcom cdekehel 1299 Croc: the Legend of the Gobbos Fox Interactive Rhalel 35 
‘Sega Sports NHL 2K Sega ee 04/00 Ridge Racer 64 Nintendo tee 04/00 ‘Croc 2 Fox interactive Shahahell 56 
Seventh Cross Evolution NEC ca 03/00 Roadsters Thus tke 04/00 Crusader: No Remorse Origin the 2 
Slave Zero Infogrames: Se hehel 01/00 Robotron 64 Crave Entertainment wk 39 Dark Omen Electronic Arts toe 4B 
‘Speed Devils ‘UBI Soft keke 01/00 Rocket: The Robot on Wheels Udi Soft 1219 Darkiight Confiict Blectronic Arts ae 34 
Sonic Adventure Sega teh 10/99 Rush 2: Extreme Racing USA Midway 49 Dead in the Water ASC aad 52 
Soul Calibur ‘Namco wee 199 SCARS, Udi Soft 50 Dead or Alive Tecmo atta 37 
Soul Fighter Red Orb * San Francisco Rush Midway Home % Deathtrap Dungeon Eidos * 42 
Suzuki Alstare Extreme Racing Ubi Soft * 12199 Shadowgate 64 Kemco 10199 Deception 3: Dark Delusion Tecmo ek 04/00, 
Test Drive 6 Infogrames a 03/00 ‘Shadowman Acclaim 1/99 Demolition Racer Infogrames * 11/99 
TNNMotorsports Hardcore Heat © ASC. Games Pad 1299 Snowboard Kids Atlus Software 40 Descent Maximum Interplay rad 2 
Tokyo Xtreme Racing Crave wae 09/99 ‘South Park Rally Acclaim 03/00 Devi Dice THQ ete 47 
Toy Commander Sega Sslalalel 1299 ‘Space Station: Silicon Valley Take 2 0 Diablo Electronic Arts he 42 
TrickStyle Acclaim aad 1199 StarFox 64 Nintendo of America hee 2 Die Hard Trilogy 2 Fox interactive ae 04/00 
Vigilante 8: Second Offense Activision oad 03/00 Star Wars Episode IRacer Nintendo the ss Dino Crisis ‘Capcom 1099 
Virtua ghter 3tb Sem iil 1299 Super Marlo 64 Nintendo wees 24 Disneys Hercules Virgin interactive + H 
Virtua Striker 2000. Sega +e 04/00 ‘Superman Thus * 1099 Dragon Ball GT Final Bout Bandal * 39 
Virtual On Oratorio Tangram Sega ee 03/00 Tetrisphere Nintendo ee 35 Dragonseeds Jaleco +e 48 
‘Wild Metal Rockstar Games wee 04/00 Tonic Trouble ‘Ubi Soft kk 10/99 Driver GT interactive we 09/99 
WWF Attitude Acclaim * 02/00 Top Gear Rally Midway. ke 7 Dynasty Warriors KOEI ee 32 
Zomble Revenge Sega +e 03/00 Top Gear Rally 2 Kemco ke 02/00 Duke Nukem: Time to Kill GT interactive ceed 48 
Turok: Dinosaur Hunter ‘Acclaim the 2B Dukes of Hazzard: Racing for Home SouthPeak interactive ek 04/00 
Turok Rage Wars Acclaim +e 01/00 = Einhander ScEA tie “0 
title publisher rating # ‘Turok 2: Seeds of Evil Acciain ttt 47 Enrgeiz Square EA tee 55 
Vigtante 8 Interplay poees 3 Fantastic 4 Accalm * 35 
Nintendo 64 Virtual Chess 64 Trus ee 9 Fear eect cos wee 04/00 
1080" Snowboarding Nintendo: ee 2 War Gods Midway 31 Felony 11-79 Ascil eek 4 
A Bug's Life Activision * 09199 WaveRace 64 Nintendo 3 Fighting Force Eidos ek 7 
Aero Gauge Ascil tke 39 Wayne Gretzky's 3D Hockey Midway ee » Fighting Force 2 Eidos eek 02/00 
All Star Baseball ‘99 Acclaim ee a ‘Wayne Gretzky's 3D Hockey ‘96 Midway cad 39 Final Fantasy Tactics SCEA oe 40 
All Star Baseball 2000 Acclaim the 5S WCW Mayhem fA * 1299 ‘Final Fantasy Vit ‘SCEA Si itkel ot] 
All Star Tennis ‘99 Ubi Soft * 10/99 WCWINWO Revenge THQ eke 8 Final Fantasy Vill ‘Square EA ok 10/99 
Armorines: Project SWARM. Acclaim: * 02/00 Wetrix Ocean eee “4 Forsaken Acclaim ek 4a 
Army Men: Sarge’s Heroes 300 ee 12199 ‘Winback: Covert Operations Koel the ‘01/00 Frank Thomas Baseball Acclaim +e 2 
Automobill Lamborghini 64 Tus + 7 Wipeout 64 Psygnosis/Midway_ hee 48 Frogger Hasbro Interactive * 7 
Banjo-Kazoole Nintendo tek a World Driver Championship Midway eke 09/99 G Darius THQ the 46 
Battletanx 300 eee st Worms: Armageddon Inforgrames tee 04/00 G Police: Weapons of Justice Psygnosis * 09/99 
Battletanx: Global Assualt 300 ee 1299 ‘Wrestiemania 2000 THQ 12/99 Galerians. Crave he 04/00 
Beetle Adventure Racing Electronic Arts owas 53 WWF attitude ‘Acclaim 1199 GameDay '97 Sony estas Pu 
Blast Corps Nintendo eke 31 Yoshi's Story Nintendo 4 Gex: Enter the Gecko Crystal Dynamics tee 42 
Body Harvest Midway: wee 48 ‘Yuke Yuke Troublemakers: Enix 34 ‘Ghost in the Shell THQ ek 35 
Buck Bumble Ubi Soft ie 48 Zelda: Ocarina of Time Nintendo 8 ‘Goal Storm ‘97 Konami Dhaka 30 
Castlevania Konami ee st Granstream Saga THQ ke 44 
Castlevania: Legacy of Darkness Capcom ** 03/00 Gran Turismo sce 40 
‘Cruisin’ World Midway + 48 Grand Theft Auto:London 1969 Rockstar hike 56 
Deadly Arts Konami * 49 Grandia SCEA kk 12/99 
Diddy Kong Racing Nintendo pees 37 PlayStation Guardian's Crusade ‘Action pees 32 
Donkey Kong 64 ‘Nintendo wee 12199 3Xtreme 989 Studios * 3s Heart of Darkness interplay beled v7 
Doom 64 ‘Williams ee 2» Abe's Oddysee GT Interactive 35 Hot Shots Golf SCE thee 4 
Duke Nukem 64 GT interactive ee 7 Ace Combat 2 Namco 35 Inthe Zone 2 Konami Siete % 
‘Duke Nukem: Zero Hour GT interactive * 09/99 ‘Ace Combat 3 Namco 04/00 In the Zone 99 Konami * 53 
Earthworm Jim 3D Rockstar Games * 01/00 ‘Akuji the Heartiess dos 52 International Track and Feld 2000 Konami wk 03/00 
ECW: Hardcore Revolution Acclaim * 03/00 ‘Alexi Lalas international Soccer Take 2 56 Invasion from Beyond GT interactive * 33 
Extreme-G. Acclaim Oeead 7 Alundra Working Designs. 38 Jackie Chan's Stunt Master Midway halal 03/00 
F-Zero X Nintendo teletel 46 Ape Escape SCEA 56 Jade Cocoon Crave + 091/99 
HFI Pole Position 64 Ubi Soft tee 36 Apocalypse Activision 30 Jersey Dewi MegaToon tik 44 
FIFA Road to the World Cup 64 Electronic Arts S ietedel 3B Armored Core SCEA 7 Jet Moto SCEA Rdadahel 7 
FIFA Soccer 64 Electronic Arts aed 30 ‘Armored Core: Master of Arena Agetec 04/00 Jet Moto 2 SCEA nek 7 
Fighter's Destiny ‘Ocean kkk 4 Armored Core: Project Phantasma Ascii 48 Jet Moto 3 989 Studios eeead 11/99 
Forsaken Acclaim Coad 3 ‘Army Men Air Attack 300 1/00 Jojo's Bizarre Adventure Capcom oe 03/00 
Glover Hasbro Interactive ee 48 Auto Destruct Blectronic Arts EL Judge Dredd Activision * 42 
Goemon's Great Adventure Konami tee 3 Azure Dreams Konami “ egerat eco tae 11/99 
GoldenEye 007 Nintendo whee x“ Ballistic Infogrames 01/00 Jumping Fash! ‘SCEA SL ieteloled 0B 
GT 64 Infogrames. * 7 Batman and Robin Acca +e a7 Jumping Fash! 2 SCEA wkkk 20 
Hexen GT Interactive ied 32 Blast Radius Psygnosis * 3 Kartia Atius hee 45 
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‘ater Loop Crave 
Knockout Kings EASports 
Knockout Kings 2000 EASports 
Konami Arcade Classics Konami 
Legacy of Kain: Soul Reaver ‘Crystal Dynamics 
Lode Runner Natsume 
Lunar: Siver Star Story Complete Working Designs 
Machine Hunter MGM interactive 
Madden '99 Electronic Arts 
Madden 2000 EASports 
March Madness 98 Blectronic Arts 
MechWarrlor 2 Activision 
Medal of Honor Blectronic Arts 
Mediew SCEA 

Mega Man X 4 Capcom 
‘MegaMan Legends Capcom 
Metal Gear Solid Konami 

Micro Machines V3 Midway 
Midway Collection 2, The Midway 
Misadventures of Tron Bonne, The Capcom 

MLB 99 SCEA 

LB 2000 989 Studios 
Monster Rancher Tecmo 

Mortal Kombat 4 Midway 

‘Mortal Kombat Mythologies Midway 

Moto Racer Blectronic Arts 
Moto Racer 2 Electronic Arts 
N20 Fox 

Nagano Winter Olympics 98 Konami 
NASCAR 99 EA Sports 
NASCAR 2000 EASports 
NASCAR Rumble Electronic Arts 
NBA Jam Extreme Accaim 

NBA Live 2000 EA Sports 
NCAA Football 99 Electronic Arts 
NCAA Gamebreaker ‘98 SCEA 

Need For Speed i Electronic Arts 
‘Newman/Haas Racing Psygnosis 

NAL Bitz Midway 

NFL GameDay '98 SCEA 

NFL GameDay ‘99 989 Studios 
NAL GameDay 2000 989 Studios 
NALXtreme 989 Sports 
NALXtreme 2 989 Studios 
NHL99 EA Sports 
NNHL2000 EASpors 
NHL Breakaway 98 Acclaim 

NHL Face Of7°98 SCEA 

NHL Face Off 2000 989 Studios 
Nightmare Creatures Activision 

No Fear Downha Hourtan Ske cng Codemasters 
No One Can Stop Mr. Domino Acclaim 

ODI - Escape Or Die Trying Psygnosis 
‘Omega Boost SCEA 

One ASC Games 
PaRappa the Rapper SCEA 

Parasite Eve Square Electronic Arts 
Prtfall 3D ‘Activision 
Pocket Fighter Capcom 

Point Blank Namco 

Pong Hasbro 
Porsche Challenge SCEA 
Powerboat Racing VR Sports 

Poy Poy Konami 
Psybadek Psygnosis 
Punky Skunk Jaleco 

ReType Deta Agetec 

Rally Cross 2 989 Studios 
Rascal Prygnosis 
RCStunt Copter Trus 

ReBoot fA 

Red Asphalt Interplay 
Resident Evil 2 Capcom 
Resident Evil 3: Nemesis ‘Capcom 

Ridge Racer Type 4 Namco 

Rising Zan: Samurai Gunman Agetec 

Risk Hasbro 

Rival Schools: United by Fate Capcom 

Road Rash 3D Electronic Arts 
Rogue Trip GTinteractive 
Rolicage Poygnosis 
Rolcage Stage i Psygnosis 

Rush Hour Prygnosis 
SCARS. Ubi Soft 

Saga Frontier SCEA 

SaGa Frontier 2 Squaresoft 
Sentinel Returns Psygnosis 
‘Shadow Madness Crave 

Shadow Master Psygnosis 
Shipwreckers! Psygnosis 
Stent Bomber Bandai 

Silent Hill Konami 
‘Sthouette Mirage Working Designs 
‘Skullmonkeys fA 

Sled Storm Electronic Arts 
Spawn: The Eternal SCEA 

Speed Racer Jaleco 

Spyro SCEA 

Spyro 2:Ripto's Rage SCEA 

Star Ocean SCEA 

‘Star Wars: Episode | LucasArts 

Star Wars: Masters of Teras Kasi LucasArts 
Steel Reign SCEA 

Street Fighter Zero 3 Capcom 
Suikoden i Konami! 
SupoerCross Circult 989 Studios 
Syphon Fiter 989 Studios 
Tall Concerto Aus 

Tales of Destiny Namco 
Tarzan Disney Interactive 
Team LosiRC Racer Fox interactive 
Tekken 3 Namco 
Tenchu ‘Acthision 
Tennis Arena Ubi Soft 

Test Drive 4 Accolade 

Test Drive Off Road 3 Infogrames 
The Fifth Element ‘Activision 
Theme Hospital fA 

Thousand Arms Ads 
‘Thrasher: Skate and Destroy Rockstar Games 
Thunderforce V Working Designs/Spaz 
Time Crisis Namco 

Tiny Tank MGM interactive 
TOCA 2:Touring Car Challenge Codemasters 
Tomb Raider I Eidos 


‘Tomb Raiden: The Last Revelation Eidos 


01/00 


01/00 
09/99 
10/99 


11/99 


01/00 


03/00 


11/99 
1/99 


1299 


1299 


1299 


10/99 


09/99 


11/9 


12/99 


10/99 


12/99 


12/99 
01/00 


02/00 


Tomba SCEA ee 45 
Tomba! 2 ‘SCEA tte 03/00 
‘Tomorrow Never Dies Blectronic Arts a 02/00 
Tony Hawk's Pro Skater Activision hk ekalel 199 
Trap Gunner Aus tee 47 
Triple lay 2000 EASpors see 55 
Turbo Prop Racing SCEA te 45 
‘Twisted Metal 2 ‘SCEA Sdehetel 30 
‘Twisted Metal 3 989 Studios * 50 
‘Uprising x 300 ee 30 
V-Rally 2 Bectronic Arts ke 01/00 
‘Vandal Hearts 2: Heavenly Gate Konami ee 01/00 
Vigilante 8 Activision iaad 45 
Virtual Poo! Interplay eee PU 
VR Baseball 99 Interplay eee 4 
WarGames MGM interactive te 4% 
Warpath Jurassc Park Blectronic Arts * 02/00 
‘Warzone 2100 Eidos Saad 6 
WCW Nitro THQ ee 38 
WCW Vs The World THQ aad 30 
'WCWINWO Thunder THQ ee 532 
wie 9 Interplay tee 49 
‘Wing Commander IV Electronic Arts aod 31 
Wipeout Psygnosis wee u 
Wipeout 3 Psygnosis ee 199 
World Cup ‘98 EASports Sdedekel 45 
Wu-Tang: Shaolin Style Activision ek 02/00 
WWF Warzone ‘Acclaim tee a7 

X Games Pro Boarder Electronic Arts: + 49 
The X-Files Fox interactive + 01/00 
X-Men: Children of the Atom Acclaim + 40 
XMen vs. Street Fighter Capcom * 45 
Xena: Warrior Princess Blectronic Arts cS dedekel ss 
Xenogears Square Bectronic ATs wie 9 
‘You Don't Know Jack Slerra ee 1299 
title publisher rating # 

line 

Aliens Online Kesmai ee Bey 
‘Asheron's Call Microsoft ak 02/00 
(Command & Conquer: sole Surwor Westwood * 4 
Meriian 59; Revelation 300 +e 7 
Netstorm Activision Elehehel 40 
NetWAR Headland ee 4 
Sanctum: Oppositions Digital Addiction oeed 09/99 
Tanarus Sony she 40 
Uttima Online: me secone Age Blectronic Arts thee 3 
title _publisher rating # 
Pc 

‘Abomination Eidos + 02/00 
‘Addiction Pinball MicroProse thee 45 
Age of Empires Microsoft teltoe 7 
‘Age of Wonders GT interactive foe 02/00 
‘Ale Warrior It Interactive Magic tee 40 
Allen Earth Playmates ee a2 
Andretti Racing Blectronic Arts hee 39 
Armor Command Ripcord Games beialal B 
‘Army Men 300 tee “4 
Army Men i 300 kee 33 
Baldur's Gate Interplay eee 52 
Battiespire Bethesda wee 4 
Battiezone ‘Adthsion wee a2 
Battiezone Il: Combat Commander Activision ee 03/00 
Barrage Activision wie 50 
Black Dahila Take 2 Interactive had “4 
Blade Runner Virgin Prord 9 
Blood 2: The Chosen GT interactive + 50 
Braveheart Eidos a 1299 
Broken Sword: The Smoking Meroe Virgin interactive the % 
Burnout Championship Drag Racing Bethesda Softworks rer a 
CART Precision Racing. Microsoft ee 38 
Castrol Honda Superbike Intense Simulation: *” 46 
Coization Test of Time MicroProse tee 11199 
CCwizaton:Call to Power Activision + 35 
‘Command & Conquer: Tiberian Sun Westwood ke 11/99 
‘Commandos: Behind Enemy Lines Eidos Interactive tee 49 
Corsairs Microids * 10/99 
croleaees Mindscape teens 5 
Crusaders of Might and Magic 300 cad 03/00 
Curse of Monkey Island, The LucasArts ee 9 
Dark Earth: MicroProse biadel 7 
Dark Reign Actnision ars 38 
Dark Side of the Moon ‘SouthPeak interactive a st 
Darkstone Gathering of Developers tae 199 
Deadlock it Cyberiore Studios ee a 
Deathkarz GT interactive ee 49 
Deer Avenger 2:Deer in the City Simon & Schuster ee 01/00 
Delta Force NovaLogic te SI 
Delta Force 2 Novalogic tek 02/00 
Descent 3 interplay ee 56 
Descent Freespace Interplay he 45 
Descent to Undermountain interplay * 4 
Diablo Blizzard eke 2 
Die by the Sword interplay eee a2 
Dominant Species Red Storm +k 9 
Dominion: Storm Over Gift 3 dos +e 46 
Drakan: Order of the Flame Psygnosis: hee 1199 
Dungeon Keeper 2 Electronic Arts tee 10/99 
‘Dune 2000 ‘Westwood aa 48 
Emergency: Fighters for Life ‘WizardWorks ae 48 
Excalibur 2055 AD. ‘Sie Tech aad 7 
Expendable Rage Software te 56 
Extreme Tactics Piranha Interactive ee 46 
IS fA oe 4 
Fl6 Aggressor Bethesda Softworks ee 11/99 
Faery Tale Adventure Il Encore Software +e 40 
Fallout Interplay wer 38 
Fallout 2 Interplay tee 50 
Flesh Feast SegaSoft ee 45 
Forsaken Acclaim: ee 4 
Freespace 2 Interplay ee 01/00 
Gabriel Knight 3 Sierra ee 02/00 
Gangsters Eidos Interactive ee st 
Game, Net & Match Blue Byte ee 45 
Get Medieval Monolith ee 48 
GPolice Psygnosis: thee 3B 
Grand Prix Legends Sierra Sports eke ao 
Grand Theft Auto Take 2 ee 42 
Grim Fandango LucasArts ee so 
Guif War. Operaton Desert Hammer 300 + 1499 
Half-Life ‘Sierra there sO 


Heavy Gear It 

Homeworld 

Heretic i 

Hexplore 

Icarus: Sanctuary of the Gods 
Imperialism i 

Incoming 

Indiana Jones and the infernal Machine 
Industry Giant 

Interstate 82 

Jane's Fleet Command 

Jazz Jackrabbit 2 

Jeff Gordon XS Racing 

John Saurs Blackstone Chronicles 
Kingpin: Life of Crime 

King’s Quest: Mask of Eternity 
Knights and Merchants 
MAX2 

MI Tank Platoon tt 

Machines 

MechCommander 
MechWarrior 3 

Midtown Madness 

MG Alley 

Might and Magic Vi 

Might & Magic Vi 

Monster Truck Madness 2 
Montezuma’s Return 

Mortyr: 2093-1944 

Myth IkSoublighter 

Nam 


NASCAR Racing 2 

Need for Speed li: Hot Pursult 
Need for Speed: High Stakes 
NHL 99 

Nocturne 

‘Odium 

‘Official Formula | Racing 
‘Omikron: The Nomad Soul 
Outcast 

Panzer Commander 

Panzer General 3D Assault 
The People’s General 
Pharaoh 

Plane Crazy 

Planescape: Torment 
Postal 

Prince of Persia 3 

Pro Pinball: Fantastic journey 
Quake 3 

Railroad Tycoon i 

Rainbow Soc 

Rainbow Soc Rogue Spear 
Rally Championship 

Re-Volt 

Recoil 

Red Baron Il 

Red Baron 3D 

Redguard 

Redjack 

Redline Racer 

Redneck Rampage Rides Again 
Return to Krondor 

Revenant 

Revenge of the Arcade 

Rich Diamond 

Ring 

Rocky Mountain Trophy Hunter 
Sabre Ace: Confict Over Korea 
Sanitarium 

Setters i 

Shadow Company: Left for Dead 
Shadow Watch 

Shogo: Mobile Armor 

Sid Meler’s Alpha Centauri 
Sid Meler’s Gettysburg 
‘SimCity 3000 

Sims, The 

sin 

Silver 

Sim Theme Park. 

Sinstar Unleashed 

South Park. 

Space Bunnies Must Die 

Spec Ops i 

Star Trek: Birth of the Federation 
Star TRek: Hidden Evi 

Star Trek: Starfleet Command 
Star Trek Pinball 

Star Wars Episode | 

‘Star Wars: Rogue Squadron 
StarCraft 

Starslege: Tribes 

Starship Titanic 

System Shock 2 

Sub Cuture 

Swarm 

Temyjin 

Tex Murphy: Overseer 

Thief 

Tiger Woods Gott 99 

Tomb Raider it 

Total Anninilation: Kingdoms 
Trespasser 

Utima DX: Ascension 
Utimate 8 Ball 

timate Race Pro 

Unreal 

Unreal Tournament 
Uprising 

Urban Assault 

Uprising 2:Lead and Destroy 
Virtual Pool 2 

Virus 

\VRBaseball 2000 

Wall Street Trader 2000 
WarGames 

Wargasm 

‘Warhammer 40,000: Chaos Gate 
‘Warhammer 40,000: Rites of War 
Warlords i: Darklords Rising 
Warzone 2100 

Wheel of Time 

Wild Wild West 

Wing Commander Prophecy 
X-COM: Interceptor 


Gathering of Developers 
Monolith 

Eidos 

Eidos 

Infogrames 

‘Sst 


Electronic Arts 
Electronic Arts 
‘Actision 

Infogrames 
Electronic Arts 

THO 

‘Acclaim 

Ripcord 

Ripcord 

Hasbro Interactive 
Actiision 

Interplay 

Interplay 

LucasArts 

LucasArts interactive 
Cendant 

Sierra 

Simon & Schuster 
Blectronic Arts 

Ubi Soft 

Reflex Entertainment 
SouthPeak Interactive 
Access 

Eidos interactive 

EA Sports 

Eidos Interactive 
GTinteractive 
Dreamworks Interactive 
Origin 

THO 

MicroProse 

GT Interactive 
GTinteractive 
Cyclone Stucios 
Microsoft Games 
300 

Interplay 

Simtech 

YRSports 
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You have to complain - we have to explain 


> | like your magazine a lot, 
your news, previews, etc. But 
| have to admit | don’t like how 
you rate games. My favorite game, 
Final Fantasy VIII, rated only four 
stars, while Final Fantasy Vil, with 
somewhat cheap graphics and 
gameplay, rated five stars. Please 
tell me why you gave the best 
RPG ever only four stars. 
steven.cook@m.ssanpete.k12.ut.us 


Glad you like the magazine, 

Steve. Keep in mind, we gave 
FFVII five stars when it came 
out. Given the advancements 


in technology and gameplay 
since, it is highly unlikely it 
would receive the same score 
if it were released today. As for 
Final Fantasy Vill, we figure 
you either missed the October 
issue, were too lazy to read 
the review (hint: reviews 
explain the rating), or are 
illiterate and can only read 
star scores. We'll assume you 
actually wrote the above 
letter, eliminating the illiteracy 
argument. But in the event 
that your comprehension skills 
are lacking, and you relied 


being punished in some way. 


The Force wasn’t with us 


While reading NG 04/00, | discovered a new Star Wars game (Jedi 
Power Battles) for Playstation2 in the Alpha section... It looked 
terrible, but | figured it must be a bunch of bad pictures. However, 
my brother noted it as well and we decided that it couldn’t be a 
Playstation2 game. So we went to the listing of the alphas on page 
32 and discovered that it was in fact a Playstation title. | think the 
editor that made this mistake must be made an example of, by 


Yes Mike, you caught an error. In fact, the Jedi Power Battles 
game is a PlayStation game, not PlayStation2. We apologize to 
you and to LucasArts for the error. In response to your 
request, and to better help the editor responsible for 
remembering the difference between Lucas’s PlayStation! and 
PlayStation2 games, we lopped off one of his hands with a 
lightsaber. It was a pretty intense scene: he cried, blamed us 
for killing his father, and then after searching his feelings, he 
leapt from some very high scaffolding and fell down a long, 
long tube. He hasn’t been seen since. 


Mike Driscoll 


@ Jedi Power Battles is a PlayStation! title, despite the error in the April issue 
that incorrectly labeled it PlayStation2. Our apologies to George Lucas, and our 
old friend and new president of LucasArts, Simon “Obi Quiet” Jeffery 
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A decline of third-party support 


w 


I kill a system; you just don’t 


see it right away 


upon Cliffs Notes to secure 
your High School diploma, 
we'll do you the favor of 
recapping the review. Let us 
return to the October ’99 
issue, page 112, where Jeff 
Lundrigan writes, “On many 
levels this game is utterly 
breathtaking, featuring high- 
polygon — and at times 
startlingly human actors... 
painstakingly realized 
prerendered vistas... in fact 
the animation here is about 
the best we’ve ever seen.” 
Well, that covers the 
graphics — yes, they are 
more advanced than FFVII, 
which is a no-brainer as it 
was developed afterward 
anyhow. Again, let us return 
to page 112. “While these 
spells will take your breath 
away the first ten times, by 
the fiftieth they’re beyond 
tedious. Repetition and anal- 
retentive stat managing have 
been standard RPG fare for a 
dozen years, but that just 
means it’s high time for 
something new, which 
preferably wouldn’t involve 
doing and watching the 
same thing over and over. 
The story itself is, for perhaps 
the first time ever in this 
series, a bit lacking.” 


So there you have it. The 
game offered too much 
repetition and the story 

was a bit lacking for our five- 
star reviewer, who has spent 
the last dozen years playing 
and reviewing every RPG 
across every format. If he 
says it’s a four-star game, 
then it is a four-star game. 
Thus ends the great Final 
Fantasy Vill debate. 


> | love the Art Gallery you 
guys have added to Next 
Generation. It is simply beautiful 
to look at those spectacular 
images. They are incredible. Do 
you guys know if you might do a 


special on the upcoming movie 
Titan A.E2 
Avengure@gateway.net 
Funny you should ask. If you 
check the news section (page 
20) this month, you’ll see we 
included some Titan A.E. 
movie stills. However, we’d 
just as soon wait for a game 
to be announced and see 
some in-game artwork 
before committing full pages 
to the imagery. Still, you’ll be 
happy to know we are also in 
the process of collecting 
more wondrous art for 
upcoming Gallery sections. 


= In response to your article 
“Is Nintendo 64 Doomed,” | 
don’t think that a decline in 
third-party support will kill the 
system. The majority of N64 
owners are hardcore gamers 
that bought the system for 
games from the best developers 
in the world, first- and second- 
party Nintendo and Rare. As 
long as these two developers 
are making games for the 
system, | think that N64 will still 
have life left. 

Robert Welsh 

welsh@sgi.net 


A decline of third-party 
support will kill a system; you 
just don’t see it right away. 
Publishers make plans to 
support other, newer 
systems, and Nintendo has to 
switch its efforts to 
competing with the new 
technology, meaning Rare 
and Shigeru Miyamoto get 
moving on Dolphin projects, 
meaning some N64 title 
you’ve never heard of is 
killed, or is overhauled to 
become a Dolphin title. We 
noted in our story that there 
will be some strong first- and 
second-party titles such as 
Zelda: Majora’s Mask, 
Perfect Dark, Resident Evil 
Zero, and Conker’s Bad Fur 
Day coming this year. But 


that’s only four games, and 
then, well — it’s over. We 
don’t foresee any strong 
triple-A N64 titles for 2001, 
unless one of the 
aforementioned titles is 
delayed. While we’re 
anticipating these releases, 
we like a broad selection of 
games, and we don’t think it 
is fair for N64 owners to have 
to wait so long between solid 
releases. Imagine a world 
where the only movies are 
Star Wars or Lucas movies, 
with nothing new to see 
between Star Wars or Indiana 
Jones films — it would get 
kind of boring, don’t you 
think? 


> On page 76 of NG 03/00, 
you asked the four 
developers, “Is Nintendo finished 
in the console business?” | can’t 
believe you guys left such a 
glaring typo in — didn’t you 
mean, “Is Sega finished in the 
console business?” I'm sure it 
will be even more obvious by the 
time this letter gets printed. 
Shame, shame. 

Roger Hunter 


On the contrary, Roger: as 
our cover story this month 
indicates, Sega has a plan to 
keep the Dreamcast alive well 
beyond the launch of 
PlayStation2. Now aren’t you 
the one who feels silly? Don't 
worry, we've arranged a 
consolation prize for you... a 
free Dreamcast, when you 
sign up with Sega.com. 


> In your April 2000 issue, you 
stated in your letters 
section: “...What provides 
backward compatibility in PS2 is 
‘a version’ of PlayStation 
hardware on a chip inside, but 
Sony will go only go as far as to 
say ‘most’ games will be 
compatible in the first place. The 
possibility of enhancement is 
zero.” Someone should get a 
thrashing for that one. Didn't 
your mother tell you never say 
never? 
Mike Downing 
CEO, Net-Turbulence Ent. 


Okay, we agree the thrashing 
is deserved, but leave our 
mothers out of it. Sony 
actually announced that PS2 
would enhance original 
PlayStation games just days 
after our little factoid went to 


press. We honestly research 
this stuff and try our best to 
bring you the most current 
information, but we have 
almost two months leadtime 
before the issue appears in 
print. And occasionally, during 
that time, Mikey, things 
change. 


> | really loved your 
Videogaming: The Odyssey 
article. However, being the 
nitpicker that | am, | have to 
point out the few minor errors. 
Coleco Telstar: The photo that 
you show is of the Telstar 
Arcade. The original Telstar was a 
simple Pong-type game. You also 
mention in the article that the 
Telstar (Arcade) was “quite 
similar to Ralph Baer’s original 
Odyssey prototype” due to the 
light gun. Ralph Baer designed 
the Telstar Arcade but the 
original Odyssey also had an 
optional light gun. The 
TurboGrafx was really called the 
TurboGrafx- 16. However, the 
photo you show is of the 
TurboDuo. I'm sorry that you had 
to show a photo of the Genesis 2 
when it was the original Genesis 
that was more popular. I'm 
looking forward to the 
forthcoming PC article. However, 
be aware that the photo shows 
an Atari 800XL and not the 
groundbreaking 800. 
Leonard Herman 
(Author of Phoenix: The Fall 
& Rise of Videogames) 


Thank you Leonard. Here at 
Next Generation, when we 
are corrected, we appreciate 
being corrected by the best, 
and it is well known in classic 
gaming circles that Mr. 
Herman's “Phoenix” is one of 
the best works available for 
reference. For more pictures 
of classic systems, we strongly 
urge you to check out 
Leonard's web site at 
http://www.rolentapress.com/ro 
lenta/collection/collection.html. 
By the way, Leonard, we hate 
to nitpick, but as of our press 
time, your site didn’t have a 
picture of PlayStation2. Not 
classic enough for you yet? 


@ The Odyssey 100, courtesy of reader 
Jayson Hill, Beverley, MA 


Breen is Not Enough 


In your article on The World is 
Not Enough (NG 03/00), 
Creative Director Randy Breen 
didn’t seem too impressed 
with PS2. In fact, he goes on to 
say that the PS2 version will 
not be displaying more polys 
than the PC version. He also 
states that PS2 has been 

ft Sc over-hyped and that the only 
difference between the two versions of The World is Not Enough is 
that the PS2 version will look crappier because of its lower 
resolution. Can these comments be attributed to the fact that EA is 
completely incompetent when it comes to programming for PS2, or 
is it that instead of creating a game engine specifically designed for 
PS2, EA wussed out and used the Quake /I/ engine, which was 
specifically designed for PC? | think Randy Breen should be careful of 
dissing the hand that feeds. 
anton@cyberbeach.net 


Maybe you're being a bit too hard on Randy Breen and EA. 
Let’s examine his quote: “I think that there’s an expectation 
that you're able to display more polys in the PlayStation2. In 
reality, | doubt that’s going to be true by the time the game 
ships.” Breen’s point is that Bond is shipping this fall. As EA is 
developing this game for PC as well, modifying the Quake III 
engine for PlayStation2 is just a time-saving way of having the 
game ready for, or shortly after, the US PS2 launch. Also, given 
the nature of PC’s scaling architecture, more powerful 3D 
cards will be available at that time, making the PC version 
more competitive. Certainly we expect more graphically from 
the games being exclusively designed for PS2, but those 
games won't be ready until 2001. Considering how well the 
Qill engine does the Bond environments already (these 
screenshots prove that), we’d rather see EA put the extra 
manpower behind better enemy Al and level building, which 
is what it is doing. Should the PS2 version of The World is Not 
Enough be delayed until the fall of 2001, however, we'll give 
you Breen’s phone number at EA, and you can call and 
personally insult him yourself. 


WORLD IS NOT ENOUGH 
be 


Next Generation Letters, 

150 North Hill Dr., Brisbane, CA 94005. 
Email us: ngonline@imaginemedia.com 
Note: email is vastly, vastly preferred 
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May 1989 


Nintendo reigned, 
but NES wasn’t going to last forever 


There was very little doubt as to 

who controlled the console 
industry in 1989. With 90% market 
share, Nintendo was a force to be 
reckoned with, and with the release 
of the revolutionary Game Boy and 
exclusive videogame rights to Tetris, it 
seemed as if it would only tighten its 
stranglehold in the years to come. 

A handful of companies, however, 
saw the aging NES hardware as a 
vulnerability and attempted to exploit 
it with the release of new 16-bit 
hardware. Electronics giant NEC 
entered the market first with its 
TurboGrafX 16 system, a promising 
new contender with nearly limitless 
funding, or so it appeared. With little 
developer support (mostly due to 
lackluster hardware) the system 
would not survive very long. 

When Sega sent out letters to 
retailers announcing the release of its 
Genesis system in the US, it began 
with the words, “Your world will 
never be the same.” However, the 


_What we were playing — 


ts 
@ Close to arcade-perfect, Altered Beast 
for Genesis eliminated the discrepancy 
between the quality of arcade games and 
low standards of home versions 


computer, 
gaming 
platform? 


system’s release on September | did 
not cause much of a ripple in the 
industry. Powered by Motorola’s 68000 
processor, (the same processor used 
in Apple’s Macintosh) Genesis was 
one of the most powerful systems 
available. Sega would attempt to gain 
an audience with the release of 
several arcade ports, including the 
popular Altered Beast, but it would 
take years for the company to gain 
the developer support necessary to 
challenge Nintendo’s dominance. 


Genesis will launch with an arcade perfect 
version of Altered Beast. 
Can NES and TurboGrafx-16 fight the power? 


Genesis, NES, and TurboGrafX — what more did you need? 


@ KEITH COURAGE 
IN ALPHA ZONES 


@ INDIANA JONES AND 
THI @ GOLDEN AXE 


@ HERZOG ZWEI 


@ TETRIS 
‘ieee anaes = 
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@ System: NES 
@ Publisher: Nintendo 


@ System: Genesis 
@ Publisher: Techno Soft 


@ System: TurboGrafX 
@ Publisher: Sunrise 


@ System: PC 
@ Publisher: LucasArts 


@ System: Genesis 
@ Publisher: Sega 


...and in the real world 


(The Satanic Verses) that everybody 
buys but nobody actually reads. 


TU See CE 


of 1989 (In millions, eee 


@ An intoxicated captain runs the 
Exxon Valdez aground at Prince 


i. William Sound, spilling 265 million 
1 Indiana Jones and the Last Crusade $494.8 gallons of crude oil into the Gulf of | ™ Mikhail Gorbachev is named Time 
2 Batman $413.2 Alaska. Two weeks later, every magazine’s man of the decade. 
3 > Back to the Future 2 32 college bar in America has a new 
= drink called the Exxon Valdez. & Milli Vanilli wins a temporary 
4 = Look Who’s Talking $297.1 Grammy for Best New Artist, Rob 
5 Dead Poets Society $235.9 @ The Chinese government crushes _ Lowe is recognized on videotape 
students with tanks in Tianamen having illegal sex with a teenage 
6 
Lethal Weapon 2 $227.3 Square, and the Berlin Wallis torn _ girl, and Kim Basinger buys the 
7 Honey, | Shrunk the Kids $222.7 down on November 9, creating a entire town of Braselton, Georgia, 
‘ , unified Berlin for the first time for twenty million dollars. Not to 
8 The Little Mermaid $222.3 since 1961. be outdone, the Menendez 
9 — Ghostbusters 2 $215.5 brothers murder their rich 
oz S, @ Salman Rushdie becomes an Parents, proving that you don’t 
10 = Born on the Fourth of July $160 : overnight celebrity and free-speech have to be famous to be insane — 
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“We called the dog Indiana” 


martyr for writing a boring book 


you just have to live in L.A. 
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